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Foreword 





Just over four years ago | was given the unimaginable privilege of having 
my work featured in CS:GO, available to millions of people who share 

my passion, not just ina game context, but also an artistic one. My first 
meeting with weapon finishes came not through my artistry or design skill, 
or even the economic potential, but through my love for the game and the 
discovery of the design opportunities that came with the medium. The 
idea that | could participate in the creation of works ina game | loved, and 


on top of that share it with the world, receive feedback, praise, dislike and 
all of the above simultaneously on something | had passionately spent my 
time on was absolutely amazing. 


This work is an ode to that fantastic world of weapon finishes. It is a 
passion project | embarked on in hopes of creating a unified, concise 
and clear guide on the technical, practical and social elements of skins 
that would help any person willing to, whatever the reason, create and 
understand weapon finishes or participate in the discussion around the 
creation process, the implementation and the community around the 
acquisition and trading of finishes. In the end, this work is not perfect, 
nor Is it all-encompassing, but instead my attempt at a guide to all things 
weapon finishes that may lead you, the reader, to a better understanding 
of the medium. 


1 
Technicals 
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1.1 


UV & Unwrapping 


> 


The MPg submachine gun model as 
seen from the side. 













































































Core Technicals 
UV & Unwrapping 








Weapon finishes are applied to weapons using a two-dimensional UV 

diffuse map or color mask texture, with the term UV originating from > 

mathematics, referring to two axes. The diffuse map, also called albedo, Li Bed. UVOL MA MPI 
l a , , submachine gun model. 

is the most common type of texture map in video games - it defines the 

color and pattern of an object. The method simply wraps mapped pixels 

from a flat texture onto a three-dimensional surface or object. 





























An analogy already exists for this process: Imagine peeling an orange, 
flattening each peel as perfectly as possible, painting the peels, and 
finally reassembling them onto the orange. This process is at work with 
diffuse maps. For CS:GO, imagine disassembling a weapon, flattening 
all of the parts to ensure there is no height, painting the parts, and finally 
reassembling the parts onto the frame of the weapon. The process of 
peeling the outer shell is referred to as UV unwrapping. 
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DID YOU KNOW? 

Artists can download the weapon 
texture and object files on the 
Workshop Resources page online. 
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Back to the orange. If the peeled pieces are then placed on a square > . a 
large enough to fit all pieces, the result would be a grid of paintable Hen A 7 AEREE E 
peels. On a diffuse map, the peels are what are referred to as 

UV-islands. These are the areas the game uses to texture the weapon. 

The remaining empty areas are unpaintable. The final product is a UV 

diffuse map. 





A pattern does not have to be constrained to UV islands with specific 
areas matching specific locations on the weapon. It can also be 

NY, seamless from top to bottom and from left to right, allowing for 
randomized patterns tiled over a UV map. 


Each diffuse map used in CS:GO consists of four channels: the three 
RGB channels; red, green and blue, and an aloha channel. The RGB 
channels define the color of the pattern. The alpha channel defines 
the transparency of the pattern. In CS:GO, the aloha channel typically 
communicates to the game engine which areas of the diffuse map 
display the RGB channel. In areas where the RGB channel is not 
displayed on the weapon, the weapons original and unaltered diffuse 
map, also known as the substrate, is displayed instead. 





> 
The default diffuse map over the UV 
for the MPg submachine gun. 


DID YOU KNOW? 

Although all diffuse maps reveal 
the substrate when worn, the 
type of weapon determines if the 
diffuse is completely original or in 
greyscale depending on the colors 
of the unaltered substrate. 
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DID YOU KNOW? 

Normal map texture files are 
optically inverted. Where the 
texture files appears to extrude, it 
does the opposite on the physical 
model, appearing indented. 


Diffuse maps can be accompanied by an additional map - the normal 
map. A normal map is an optional map used to create the illusion of 
depth on a flat surface by replicating highlights and shadows cast 

by alight onto the weapon. This illusion is however not apparent at 
parallel angles, and works best when the false extrusion is viewed 
perpendicularly. This method is utilized due to the fact that the weapons 
themselves cannot be altered in any physical way; polygons cannot be 
added to or removed from the mesh. 


Although diffuse and normal maps vary in file type, for CS:GO these files 
are of the Truevision TGA file type, simply known as TARGA. This file 
format supports an aloha channel and is lossless, meaning that quality 
is preserved during export. Nearly all texture design software programs 
allow for the export of TARGA files. It should be noted that TARGA files 
must be a power of two - the dimensions of the file must be constrained 
to widths and heights where the resulting number is the same number 
multiplied twice. The dimensions of weapon finishes are typically either 
1024 by 1024 or 2048 by 2048 depending on the type of finish. 


This pe rifle featdies the 
Aristocrat weapon finish which 
sports a normal map; indicated by 
the visually extruded silver. 


‘ 
=> 





The various shades of color indicate 
the direction of the fake light in 
relation to each other. 


DID YOU KNOW? 

Although abnormal, applying 
varying shades of grey to areas of 
a normal map causes variations in 
luminosity in-game. This technique 
can be used to reliably create 
surfaces that glow in the darkness. 


f 





AUG | Aristocrat by handsomeTank & Teo 
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How can artists apply this 
Knowledge to their work? 


Core Technicals The Source engine does not utilize the TARGA format. Instead, it uses 

Valve Texture Format its own designated Valve Texture Format file, or VIF. These files are 
compressed versions of the TARGA counterparts, and as aresult area 
smaller file size. In order to make finishes, the exported TARGA must be 


Regardless of which mapping technique 
converted into a VTF. g pping 


artists decide to employ, the result will 
always be a flat diffuse map or a color 
mask texture. The type of artwork is often 
the deciding factor for which technique 

is finally employed. Although all mapping 
methods are achievable outside of the 
game, one of them is specifically used by 
the game engine. 


VTF files come in multiple formats depending on their use. All CS:GO 
weapon textures use the DXT5 format, a compressed format that 
supports aloha channels. BGRA8888 is another format ideally used 
for fine gradients and very high-quality textures, whilst also supporting 
alpha channels. This format is, however, not used due to demanding a 
higher performance, and as aresult the DXT5 format is the standard. 


M44A4 | Asiimov by Coridium 


> Slice 0 
VTFEDIT Mipmap: 9 
A third-party software used to Key 
import, export and convert VTF Shift 
files. Gamma: 


Flags 

C] Point Sample ~ 
| | Trilinear 

C] Clamp S 

C] Clamp T 

| | Anisotropic 

|) Hint OxTs 

O SRGB 

| | Normal Map 

[C] No Mipmap 

| | No Level Of Detail 

C] No Minimum Mipmap 

| | Procedural 

[C] One Bit Alpha (Format Specific 
İİ Eight Bit Alpha (Format Specific 
| | Enviroment Map (Format Speci 
|| Render Target 

| | Depth Render Target 

| | No Debug Override 

C] Single Copy 

C] Unused 

C Unused 

| Unused 

[C] Unused 

| | No Depth Buffer 

C] Unused 

C] Clamp U 

| | Vertex Texture 

[C] SSBump 

[C] Unused 

C] Clamp All 
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DIRECT MAPPING 
The artwork is placed directly onto 
the diffuse map. 


Direct mapping involves directly painting on the diffuse map or 
applying a diffuse or a color mask texture onto the UV of a mesh. 


Although it is the simplest method of texturing, a UV can often be 
unwrapped ina certain way that creates distortions - combined 

with the fact that the UV islands of the object are spread across the 
map, which increases the difficulty of creating large illustrations for 
weapon finishes that are not randomized patterns. A line that appears 
to be straight on the diffuse may actually be curved or non-linear on 
the physical model. 


The result is either a custom, non-randomized diffuse or a color mask 
texture than can be randomly applied directly onto the UV by CS:GO’s 
game engine. 











M F 
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PROJECTION MAPPING 
The artwork is projected onto the 
weapon. 


Projection mapping is a special type of mapping that projects a two- 
dimensional image onto a three-dimensional object. 


This method is extremely effective for illustrators who wish to create 
larger illustrations for weapon finishes. Artwork can be mapped onto 
the model at any irregular angle, however it is standard to paint and 
apply the artwork perpendicularly to the surface of the weapon, 
whether it is the sides, top and bottom or front and back. The weapon 
model must additionally be viewed in an orthographic view to ensure 
the artwork is projected correctly, as the object does not scale with 
distance. The drawback of projection mapping comes with curved and 
uneven surfaces. 


The result is a custom, non-randomized diffuse. 
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TRIPLANAR MAPPING 

The artwork is projected onto 
the weapon on three axes with 
randomized offsetting and rotation. 


Triplanar mapping is a type of mapping used specifically by certain 
finish styles in CS:GO. 


This mapping method applies a color mask texture along three axes 
and blends the intersecting areas, allowing for a unique finish type. 
The only requirement for this mapping method is a seamless pattern. 
CS:GO’s game engine will handle the rest. 


The result is a randomized pattern. 


the MAC-10 “GRAVEN” the TEC-9 “ISAAC” 


the P250 “NEVERMORE” 

The Nevermore finish by mara_der 
& chrisart. The finish is projected 
onto the weapon through the three 
axes. 


The MAC-10's Graven finish by Valve A number of Asiimov finishes by 
is directly mapped onto the diffuse Coridium were projected onto the 
map. weapon. 
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Different mapping technigues 
for different patterns 


Core Technicals 
Pattern Types 


Custom patterns utilize direct and projection mapping. Painted 
elements will remain stationary on the finish. The color information 
stored on the texture is the same as shown in-game, as it is a diffuse 
map. These are the most common and popular skin types, as each skin 
not only features a unique flair but specific design. 


Randomized patterns can both be applied directly onto a UV or by using 
triolanar mapping. Painted elements will change location or rotation 
every time the finish is acquired. These patterns must be seamless, so 
as to allow for the repetition of the pattern. The color information on 

the diffuse is often the same as in-game. There are fewer randomized 
patterns than there are of the other pattern types. 


Randomized RGB patterns are identical to randomized patterns, 
except that instead of using a diffuse with predetermined colors, the 
finish uses acolor mask texture. The pattern consists of four colors with 
slight shade and hue variations that are eventually replaced, giving the 
finish a different color scheme. Although common, this type of pattern is 
hardly sought after by the community. 


<€ 1 CUSTOM PATTERNS 
AK-47 | Bloodsport by SLIMEface > 


€ 2 RANDOMIZED PATTERNS 
UMP-45 | Metal Flowers by G-99Factory & 
n.n.pluvia > 


<€ 3 RANDOMIZED RGB PATTERNS 
MP5-SD | Lab Rats by Valve > 


ha 
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the AWP “NEO-NOIR” 
>= |, The Neo-Noir finish by donschi and 
Blazer is custom. Note how the 
izel pattern is constrained to the UV- 
) islands and specifically designed 

for the UV of the AWP. 


OFFSETTING TEXTURES 

When offset, the finish appears 
incorrectly, hence why the offset 
and rotation are set to zero for the 
Neo-NOir. 





AWP | PAW texture ownership of daniDem AWP | Neo-Noir texture ownership of donschi & Blazer 


AN 


t he AWP“ DA 77 

The PAW ii by daniDem is 
seamless. Note how elements that 
cut off at the right edge of the 
texture continue on the left edge, 
allowing the pattern to repeat. The 
sameistrueforthetopandbottom 
edges as well as the four corners. 


ELA E Because textures can be randomly offset and rotated, the edges and 
e cane corners, referred to as the seams of the texture, will inevitably land on a 
visible part of the weapon on a randomized pattern. İf a pattern has not 
Seopa been designed with seamlessness in mind, the seams of the texture will 
A be noticeable. As such, artists must design seamless textures where 
information on one edge or corner continues over to the opposite edge 
or corner. 











> When an artists finish instead involves a custom pattern, the completed 
e AUS pattern is nota seamless design covering the entire texture, but instead 
areas of paint confined to the UV-islands of the weapon, asit has been 
designed to never be offset or rotated. If the pattern is randomly rotated 
or offset, these painted areas will no longer line up with their islands, 
hence why UV-specific patterns must be featured on finishes where the 
offset and rotation are set and permanently confined to zero. In addition, 
artists must check the scaling properties in-game. 
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PATTERN OFFSETS & ROTATIONS 
TRIPLANAR APPLICATION 


Mapping 


























1 SINGLE-AXIS OFFSET 

The pattern only offsets on a single 
axis. It does not rotate. Finishes 
featuring this type of pattern are: 


Glock-18 | Moonrise 
XM1014 | Seasons 























2 PLANAR OFFSET 

The pattern offsets on both axes. It 
does not rotate. Finishes featuring 
this type of pattern are: 


MP5-SD | Lab Rats 
Nova | Baroque Orange 





3 PLANAR OFFSET & ROTATION 

The pattern offsets on both axes 
and is rotated each time it is 
unboxed. Finishes featuring this 
type of pattern are: 


MAC-10 | Last Dive 
SG 553 | Aloha 


PATTERN OFFSETS & ROTATIONS 
DIRECT APPLICATION 



































1 UV-LOCKED 
The pattern is locked to the UV. 
It does not offset nor rotate. 


2 SINGLE-AXIS OFFSET 
The pattern only offsets on a single 
axis. It does not rotate. 


3 PLANAR OFFSET 

The pattern offsets on both axes. It 
does not rotate. Finishes featuring 
this type of pattern are: 


AWP | Graphite 
M4A4 | Urban DDPAT 
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4 PLANAR OFFSET & ROTATION 

The pattern offsets on both axes 
and is rotated each time it is 
unboxed. Finishes featuring this 
type of pattern are: 


M4A4 | Desert Storm 
Pgo | Death by kitty 











Baking is the process of transferring information from either one model 
to another or converting information from a dynamic to a static state. 
Texture baking is typically performed due to graphical constraints in an 
attempt to save processing power or due to game engine limitations. 


An example of transferring information from a model to another is 
normal map baking. Because the physical model of the weapon 
in-game cannot be altered, artists can bake normal maps to create 
the illusion of models with added depth. This process is achieved by 
creating a high-polygonal model featuring three dimensional details, 
and then baking the high-poly model onto the low-poly in-game model 
of the weapon to create anormal map. 


Artists can also choose to bake other dynamic and non-dynamic 
parameters that the game otherwise renders, such as lighting, ambient 
occlusion, metalness or scratches to emphasize detail. It should 

be noted that lighting should be baked in aconvincing manner, asit 
remains stationary on the texture as a result of baking. 


< 

The FAMAS | Neptune is a Workshop 
finish by Millenia, baked using a 
high-poly. It features both normal 
map baking and light baking. 





FAMAS | Neptune by Millenia 


4 HIGH-POLY FINISH 
The high-poly model of the Neptune 
finish by Millenia. 





AWP | Derailed by de puiseau 


4 PROJECTION BAKING | 


Derailed finish by 
de puiseau is projection baked. 


Projection baking is an alternative type of baking that involves baking The unreleased 
texture information from a specific angle onto the model and allows 
for the creation of illusions. These illusions can only be viewed from 
specific angles relative to the angle of baking. 
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Core Technicals 
Baked Ambient Occlusion 


Ambient occlusion is a rendering technique used to calculate the 


ambient lighting exposure of points on an object. Outward surfaces are 


naturally exposed to more ambient lighting and appear bright, whilst 
interiors and indents are more occluded and appear darker. Ambient 
occlusion can be baked onto weapons either with our without a normal 
to exaggerate the shading of angles, corners and edges. 


By default, the in-game models feature a VTF with baked ambient 
occlusion that overlaps the texture map at all times. This is often 
achieved this by multiplying a black and white ambient occlusion layer 
onto the finish. If the occlusion is unwanted, artists can utilize a method 
for compensating against it. 





BAKED AMBIENT OCCLUSION V 


The baked ambient occlusion on the 
Wasteland Princess by SA_22. Note the 


text overlapping the finish elements. 


Sawed-Off | Wasteland Princess by SA_22 


AMBIENT OCCLUSION COMPENSATION 


By extracting the green channel from the ambient occlusion VTF files 
and inverting them over the diffuse map, the baked occlusion can be 
hidden. 


1. Locate the ambient occlusion file found in the game files: 


Steam\SteamApps\common\Counter-Strike Global Offensive\csgo\materials\models\ 
weapons\customization 


2. Convert the VTF file to a TGA file for editing in a raster software. 

3. Overlap the extracted green channel from the TGA over the diffuse map. 

4. Set the green channel layer to the Divide blend mode. 

5. Mask the green channel layer to ensure application is only made to the needed areas. 


6. Tweak the opacity of the layer, before testing in-game. 


4 ALL CHANNELS M GREEN CHANNEL 
The ambient occlusion file for the The green channel of the same ambient 
Sawed-Off shotgun. occlusion file. 
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M BAKED OCCLUSION 
The baked text elements as they appear 
over a Solid grey texture. 





M GREEN CHANNEL BLENDED 
The green channel as it appears over 
grey using the Divide blend mode. 
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€ VW DYNAMIC INFORMATION 
Present for this Nova finish are 
the static and PBR maps that 
can eventually be baked to the 
diffuse and normal maps: 
















1 Diffuse 

2 Normal 

3 Roughness 

4 Metalness 

5 Ambient Occlusion 
6 Height 

7 Curvature 


Core Technicals 
PBR Maps 


Although Global Offensive only allows for two custom maps, there 
are avariety of maps artists may choose to use when developing their 
finishes that can in the end be baked onto the final diffuse map: 


Diffuse also color and albedo 
defines the color of a material or mesh. Provides color. 


Normal also bump 
defines the normal vector of a surface at a given point on a mesh. 
Provides fake depth by informing the engine to render highlights or 


shading at a given point. 

Specular | : 

defines the shininess and highlight color of a surface. Provides reflection. i ai 
> yam 

Metalness ; 

defines the shininess of a surface. Provides reflection. GLOSSY 


Roughness also glossinesss 
defines the roughness of a surface, altering its reflective properties. 
Provides reflective variation. 


Ambient occlusion 
defines surface shading rendered by calculating the exposure of a given 
point on the entire mesh to ambient lighting. Provides baked shading. 


ENNAN 
emme Ta 
7 


Cavity also crevice 
defines surface shading specifically in crevices or recesses of a mesh. 
Provides local, small-scale baked shading. 

OCCLUDED DEPRESSED | i CONCAVE | 
Displacement also height 
defines the height displacement of a surface, displacing the mesh itself by 
distorting geometry. Provides depth and can be baked to anormal. 


Curvature 
defines the convexity and concavity of amesh. Provides mesh curvature 
information, often for processing edge wear and particle accumulation. 


Emissive also emission 
defines the glow factor of parts of a texture. Provides glow and bloom. DID YOU KNOW? 
Normal maps can reliably be created 
using Height maps. Photoshop also 
supports conversion of height 
maps to normal. 
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Core Technicals 
Software 


Applications 


The finish creation process is one that varies from artist to artist. 
Depending on the art style and vision, a variety of any and all creative 
software can be used to create unique finishes. Despite these finishes 
ultimately ending up as raster images in the form of a Targa file, these 
pixels laid out on a square can come to fruition in various ways. We can 


split these applications into two major groups: 


Raster & vector graphics 


Raster & vector graphics programs allow for image manipulation and 


creation of pixel- and vector-based art and illustration. 


> ADOBE ILLUSTRATOR ++++ 
Adobe 


Vector graphics editor. Industry standard. Alternative 
to Photoshop that allows for great versatility in 
terms of manipulating and scaling vector art. 


ADOBE PHOTOSHOP +++++ 
Adobe 


Raster graphics editor. Industry standard. 

Typically necessary part of the finish creation and 
promotional processes. Fully compatible with most 
software. 


AFFINITY PHOTO ++++ 
Serif 


Raster graphics editor. Great non-subscription 
alternative to Photoshop with similar functionality. 
Compatible with PSD files. 


No 3D modeling software is objectively the best. 

It should also be noted that the bare minimum for 
skin creation is a raster graphics editor. From there 
on, depending on the art style, artists can select the 
software that best fits their needs. Artists can choose 
to ignore high-poly design and material design if 
their art style does not necessitate the software. 


GIMP +++ 
Gimp Development Team 


Raster graphics editor. Free and open-source. 
Alternative to Photoshop and Affinity. Lacks 
functionality and compatibility present with 
Photoshop. 


PAINT TOOL SAI +++ 
Systemax 


Lightweight raster graphics editor. Great entry-level 
painting software at an affordable price. Lacks 
heavyweight functionality found in Photoshop and 
Affinity, but compensates in the digital painting 
department. 


PROCREATE +++ 
Savage Interactive 


Digital painting raster graphics editor. Available on 
the App Store. Intuitive interface with a large variety 
of hand-crafted brushes. 


Pattern artists typically only require raster graphics 
editors. Illustrators typically require software that 
supports projection. 3D artists require software that 
supports 3D model manipulation. It is up to you, as 
an artist, to decide what you need. 


3D computer graphics 
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3D computer graphics programs allow for the manipulation and 
creation of three-dimensional objects and the dynamic application 
of materials to these objects. Details authored in these programs are 
always baked onto textures, whether diffuse, alpha or normal. 


NN 3D-COAT ++++ 
Pilgway 

Digital sculpting and 3D painting program. Useful for 

projection mapping, material creation and free-form 


3D painting. Includes top-of-the-line Photoshop 
integration. Great for organics. 


AUTODESK 3DS MAX +++ 
Autodesk 


3D modelingandanimation program. Extremely 
versatile for high-poly creation and baking. Features 
unigue modifier stack functionality for great control 
and versatility. 


AUTODESK FUSION 360 ++ 
Autodesk 


3D modeling program for industrial design. More 
niche variant of Autodesk modeling tools. Great for 
precise hard-surface design and high-poly creation 
and baking. 


AUTODESK MAYA ++ 
Autodesk 


3D animation and modeling program. Features a 
subset of 3ds max features for modeling designed in 
tandem with animation for film. Great for high-poly 
creation. 


BLENDER ++++ 
Blender Foundation 


3D modeling, animation and VFX program. 
Immensely potent at all 3D-related tasks, including 
texturing and high-poly creation and baking. Great 
for both hard-surface modeling and sculpting. 


CINEMA 4D ++ 
Maxon 


3D modeling and motion graphics program. Great 
for renders and mock-ups. Inherently simpler UI 
than Autodesk software, with tight After Effects 
integration. 


Q HOUDINI + 
Side Effects Software 
3D modeling and simulation program. Unrivaled 


complex particle simulations. Can be used for high- 
poly creation and baking. 


MODO + 
The Foundry 


3D modeling and animation tool. Well-balanced 
package of 3D graphics features allowing for high- 
poly baking. 


SUBSTANCE DESIGNER ++++ 
Adobe + Allegorithmic 


Material authoring program. Industry standard for 
creation of custom materials. Impeccable control 
with custom filters, generators and nodes. Great for 
high-poly baking. Compatible with Painter. 


Ll SUBSTANCE PAINTER ++++ 
+ Adobe + Allegorithmic 


3D painting program. Significant control of smart 
material application and 3D painting. Great for real- 
time mask and wear generation. Superb Photoshop 
and Designer compatibility 


ZBRUSH +++ 
Pixologic 


Digital sculpting and 3D and painting tool. Great for 
high-detail dynamic organics and projection. 
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What makes each weapon 





1 SOLID COLOR 

Individual components of the 
weapon are painted with up to four 
unique colors before reassembly. 


4 ANODIZED 

This style mimics anodizing by 
applying a colored candy coat over 
a chrome base. 


7 CUSTOM PAINT JOB 
Fully customized looks in a full 
range of colors ona plastic surface. 


Internal |ecnnicals 


CS:GO allows creators to apply their finishes in different styles. A large 
variety of finish styles are available in-game, and each style represents 
a real-world gun-smithing or finishing technique. The nine styles are as 


follows: 


2 HYDROGRAPHIC 

This style mimics the real-world 
application of disassembling 
weapon parts and lowering them 
through a floating hydrographic 
film on the surface of a water tank. 


5 ANODIZED MULTICOLORED 

A candy coat is applied through 
adherent stencils and silk-screening 
ina multicolored pattern. 


8 PATINA 

A non-reactive, hardened shell 
forms over metallic parts achieved 
through a chemical reaction. 


3 SPRAY-PAINT 

The weapon is spray-painted with 
multiple coats through stencil 
patterns. 


6 ANODIZED AIRBRUSHED 

This style emulates the application 
of a candy coat using freehand 
airbrushing. 


9 GUNSMITH 

A combination of Custom Paint Job 
and Patina, where different parts of 
the weapon receive different finish 
treatments. 


finish unique? 


All patterns specify ranges for positional 
offsets and rotations. On application, 
random values are chosen within those 
ranges to ensure that each application 
presents a unique weapon. The values 
for the X- and Y-offsets as well as rotation 
range between zero and one, where zero 
represents no offset and no rotation. 


Paints and patterns also specify a range 
for wear. On application, a random value 

is again chosen within a range from zero 

to one. As the wear increases, more 
scratches appear on the paint surface, and 
the weapon acquires grime. 


The two textures responsible for scratch 
and grime are both randomly placed to 
ensure that each wear pattern is unique, 
even when the wear values are identical. If 
Custom Paint Job or Gunsmith are used, 
only the grime texture is randomized, as 


the scratch texture is predetermined by an 
Alpha channel. 
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Core Technicals 
Pattern Scale 


DID YOU KNOW? 
Pattern scaling values are inverted. 
A larger pattern scale produces 
a smaller, frequently repeated 
pattern. A smaller pattern scale 
does the reverse. 


PATTERN SCALING 
ANY APPLICATION 
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The pattern is larger than the UV. 
Only a portion of the pattern covers 
the UV Common uses include: 


Detailed randomized patterns 





Randomization 





Finish styles that use patterns feature a defined pattern scale. Each 


weapon in-game features its own automated pattern scale modifier to 


P90 | Grim texture ownership of Gooba 


ensure that the patterns are scaled accordingly on both large and small 
weapons. Otherwise, larger weapons would have larger features, and N 


smaller weapons would have smaller features. 


For finish styles where the pattern is a diffuse designed with a specific 
weapon UV in mind, the weapon scale adjustment can be disabled in 


the Workbench. 


E 
} 











B SCALE -1 

1 SCALE 

The pattern is as big as the UV. The 
entire pattern is featured once on 
the UV. Common uses include: 


UV-specific patterns 
Randomized patterns 








Part of the diffuse map of the Grim 
finish displayed. The skull and its 
surrounding elements are painted 
ina darker shade on the Alpha to 
ensure they do not wear quickly. 


DID YOU KNOW? 

Default wear values can often mask 
specific areas of a finish even at 
the lowest wear settings. Artists 
can compensate by painting the 
respective areas on the alpha ina 
darker shade. Affected weapons 
include the AWP, the SSG 08, the 





M4A4 and the P9o. 
C 
255 Default Wear > m 
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196 High Wear 
128 Default Wear 
C SCALE>1 
1.5 SCALE 


The pattern is smaller than the 

UV. It must be tiled to ensure the 

entire UV is covered by the pattern. O No Wear 
Common uses include: 





Simple randomized patterns 


Play 


Flags: 

[C] Point Sample 

LI Trilinear 

LI Clamp S 

LI Clamp T 

[C] Anisotropic 

Lİ Hint DXT5 

Lİ SRGB 

[C] Normal Map 

C] No Mipmap 

[C] No Level Of Detail 
[C] No Minimum Mipmap 

















In addition to their RGB channels, patterns feature an additional 
channel; the aloha. Most weapons use an alpha channel to determine 
how quickly the finish wears off different features of the weapon. The 
alpha channel can be used in situations when: 


the design requires more pattern coverage than default, 
the design requires less pattern coverage than default, 
specific design features wear too quickly, 

or specific design features should never wear. 


Only Hydrographic, Anodized Multicolored, Custom Paint Job and 
Gunsmith support controllable wear. İf a pattern is otherwise applied 
without a predefined alpha channel, it will use Valve's default wear 
behavior across the entire pattern. 


Wear & Phong 
Alpha Channel 


The alpha channel utilizes greyscale values between O and 255. Valve's 
default wear behavior is applied when a value of 255 or 128 Is picked. 
Values below 128 increase the durability of the finish, meaning that the 
darker the value, the more durable the paint. Values between 128 and 
196 decrease the durability of the finish, subtracting from it. As the value 
increases past 196, the finish no longer appears. Artists should avoid 
exceeding this value, as the finish cannot wear any further past 196. 


On the Wear Level column, darker shades of grey indicate more durable 
paint. Brighter shades of grey indicate easily worn paint, with value 255 as 
an exception. 
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127 Compact 
Phong Highlight 


Broad Phong 
O Highlight 





& 

The Gauss finish for the MP5-SD by 
Millenia. When the phong albedo 
value is reduced to zero, the 
weapon appears to reflect light 
diffusely as if it were composed of 
plastic. 





MP5-SD | Gauss texture ownership of Millenia 


The Alpha channel for the Gauss. 
Note the varying shades of grey. 
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Wear & Phong 
Phong Exponent Texture 


The phong exponent controls the size of the phong highlights, or 
lighting on the finish. By default, one value is used over the entire 
pattern. This value is often determined in the Workbench and can range 
between O and 255. The lower the value, the larger the highlights. The 
higher the value, the smaller and tighter the highlights. 


Certain finish styles allow for the exponent to be specified in the Alpha 
channel of the pattern, similarly to wear, instead of in the Workbench. 
This allows the finish to look as if it were comprised of several different 
types of paint, as different parts of the pattern can feature different 
exponent values. 


However, these styles also support wear on the same channel. In order 
to allow for manipulation of both the phong exponent and wear through 
the Alpha channel, the exponent has been assigned values between 

O to 127, whilst the wear occupies all possible values. This is true for 
both Anodized Multicolored and Gunsmith, which combines Custom 
Paint Job and Patina. Areas that are given a patina on the Alpha channel 
specify exponent, whilst the remaining areas defined by Custom Paint 
Job specify wear. 


A phong albedo boost can also be specified exclusively using the 
Workbench. The phong albedo value refers to the diffuse reflection 
properties of the surface of the weapon. A low boost value means the 
light will scatter diffusely and evenly, mimicking plastic, whilst a high 
boost value equates to the light scattering specularly and unevenly, 
mimicking metalness. This value is by default set to O. 


On the Phong Exponent column, darker shades of grey indicate larger 
highlights. Brighter shades of grey indicate smaller highlights. 
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The color component is used to replace the four accent 
colors of the pattern using the four given color values in 
the Workbench. By creating a color mask texture with 
four distinctive colors, they can later be replaced using 
this system. 





1 i [I i 








The selected colors in the Workbench also affect the 
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patternation if the finish style also supports coloration. [1] FL | dh | | | | 
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4 Anodized 


Core Technicals 
Paint by Number System 


[ojales] e ce. aell] 
The Paint by Number System is a collection of color masks which t 1 Solid Color 


determine how finish styles are applied to a weapon. Every weaponis Wi yi b 7 z N at a A il 
pre-divided into four regions, with each region receiving a value, these ii 
being colorO, color1, color2 and colors. From here on, the system can 

be further dividedinto two systems; a masking component, anda color 

component. 


< COLOR, MATERIAL & 
TEXTURE 


2 Hydrographic 

5 Anodized Multicolored 
6 Anodized Airbrushed 

8 Patina 

9 Gunsmith 


“jj 


The masking component determines the material, surface color 
and pattern of the four regions. Depending on the selected finish 
style, the masking will limit which of the four parts receive coloration, 
patternation, anodization and patination. 


o| 1] | 2 | 3 | € COLOR & TEXTURE < TEXTURE ONLY 
Shell casings, insides of barrels and firings rods do not receive the DİANE aĞustomö ai ob 


Paint by Number system treatment and remain both uncolored and 
untextured. 


DID YOU KNOW? 

COLORATION Features color. 

PATTERNATION Features a pattern. 

ANODIZATION Features a single oxidized layer of metallic coating. 
PATINATION Features layers of oxidized metallic coating. 
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PAINT BY NUMBER & COLOR SYSTEMS 
MASKING COMPONENT 


APPLICATION > 


1 When an artist selects the Anodized or 
Patina style, the game initially paints the 
entire weapon using the selected pattern or 
color. 


DIVISION > 


2 Weapons are already pre-divided into four 
parts using the Paint by Number system. This 
division is displayed here using four colors. 
The same division can be observed when 
using the Solid Color finish style. Color is 
marked using red. 


MASKING > 


3 The game engine masks the applied color, 
material and pattern to a specific area, 
color0 in the case of Anodized & Patina. 
The three other parts remain unaltered and 
display the substrate. 


Randomization 








1 100 








1 Solid Color 





4 Anodized 
(8 Patina) 


PAINT BY NUMBER & COLOR SYSTEMS 
COLOR COMPONENT 


APPLICATION > 


1 When an artist applies their randomized 
color mask texture, the game initially 
paints the entire weapon using the selected 
pattern, either using direct mapping or 
triplanar mapping depending on the finish 
style. The colors of the pattern remain 
unaltered. 


MASKING > 


2 Weapons are already pre-divided into four 
parts using the Paint by Number system. This 
division is displayed here using four colors. 
The pattern is masked to only appear in 
the color0 areas using the Paint by Number 
system, as shown in step 3 on the previous 


page. 


COLORATION > 


3 The artist selects colors in the Workbench 
to replace the four colors of the color texture 
mask. Depending on the selected finish 
style, the remaining unpatterned parts are 
either left unaltered or take on one of the 
4 color values selected. The material for the 
color0 mask also depends on the finish style 
selected. 


> If Hydrographic is selected, the remaining 
three parts are unaltered and show the 
Original texture of the M4A4. On the M4A4 
above, if Anodized Airbrushed or Anodized 
Multicolored is picked, the three other areas 
are painted solid colors, as if to combine 
Hydrographic and Solid Color. 


By varying how the Paint by Number and 
Paint by Color systems work in relation to 
each other, the game defines a set of finish 
styles with different materials, pattern 
application and color. 
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5 Anodized Multicolored 
6 Anodized Airbrushed 


2 Hydrographic 
3 Spray-Paint 
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Core Technicals 





Workbench 
v . The Workbench is a tool that allows artists to view, edit and manipulate 
7 li yi n a : fea vie weapon finishes directly in-game. All core technicals are controlled 
| Developer Console by entering using the Workbench. Despite being a necessary part of the finish 
MAC-10 | Disco Tech by hexeth workshop_publish. creation process for all finishes, styles involving randomized patterns 


and the Paint by Number systems rely very specifically on the 
Workbench and in-game functionality to fully work. 


The Workbench can be accessed directly through the CS:GO main 
screen menu by opening the Developer Console using any key bound 
Wear & Phong through the game options and entering workshop workbench. 
Pearlescence 
Artists can after completing a finish choose to use the Workbench 
for uploads. The Workbench publish screen allows artists to select a 
thumbnail and provide a title and description for the finish. Artists must 
provide the necessary TGA and V TF files for the finish, whether diffuse, 
color mask or normal map, before agreeing to the terms of service. 


t ae Pearlescence refers to the phenomenon where a surface appears to 

a ne Li Hee eae change color as the angle of the light hitting the surface changes. The 

game. Workbench features a Pearlescence option that mimics this exact 
effect. Lower values cycle hues less often, with colors only shifting once 
or twice. Higher values should be avoided, as the effect works the best 


with subtle hue shifts. 


Pressing the Publish button uploads the finish to the Steam Workshop. 


The effect is, however, only local in terms of movement. Player rotation 
will not affect the lighting on the weapon. Inspecting, reloading and 
other local animations related to the use of the weapon have an effect 

on the hues of the finish. The location of a light source or multiple light rreview Image 
sources will also have an effect on the colors displayed. 
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WORKBENCH NAVIGATION WORKBENCH NAVIGATION 

VERTICAL BAR HORIZONTAL BAR 

Options on the vertical navigation bar feature fixed Options featured on the horizontal navigation bar 
values. These values are the same for each instance feature variable values. These values change for each 
the finish is acquired. instance the finish is unboxed. 


FINISH STYLE SELECTION > Mone 
PATTERN SELECTION > 
NORMAL SELECTION > 


PAINT BY NUMBER COLOR SYSTEM > 


PATTERN SCALE VALUE > 
PHONG VALUES > 


| ® Hold 


iy 5 ta tT ra k TH 


Reload Resour 
w Mame Tag 


ariant hy Chart 
PATTERN SCALING TOGGLE > 


100.A0R6 
SECONDARY TEXTURE TOGGLE > 





PATTERN OFFSET VALUES > 


RANDOMIZATION A WEAPON POSITION % 
OFFSET VALUES WEAPON ROLL ANGLE 
ROTATIONAL VALUES işli e PATTERN PREVIEW 
WEAR VALUES UV PREVIEW 
PATTERN ROTATION VALUES > 
PATTERN WEAR VALUES > 
DID YOU KNOW? Although the Workbench can be used for promotional screenshots of 


PATTERN PEARLESCENCE VALUE > 
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piers Can Sere sues finishes, the lack of control in relation to lighting, angles, field of view and 
in-game under proper lighting by 


altering game files. view-model make it a less attractive choice over renders. 
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MAC-10 | Candy Apple 
Valve 


Workbench 


Core Technicals 
Finish Styles 


1 Solid Color 
Supports neither randomized nor custom patterns. No application. 


The Solid Color style is a finish style rarely used — it mostly serves an 
experimental use. The colors are applied through the Paint by Number 
system, allowing for up to 4 colors for the four weapon parts. The 
finish will directly wear to the substrate using Valve's predefined Alpha 
channel. This is one of the only styles that does not use or allow a 
texture map, meaning it does not support any self-made textures. 





a 





AK-47 | Blue Laminate 
Valve 
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2 Hydrographic 
Supports randomized RGB patterns. Applied directly to the UV. 


The Hydrographic style mimics the real-world application of 
disassembling weapon parts and lowering them through a floating 
hydrographic film on the surface of a water tank. The pattern is 

applied via direct mapping onto the UV. The Paint by Number system 
determines which parts will be hydro-dipped and which parts will be 
painted solid colors, where colorO and color1 are hydro-dipped and 
color2 and colors are solid colors. The colors are replaced using the 
Paint by Color system in the Workbench. Durability can be controlled 
using the pattern's Alpha channel, with the finish wearing directly to the 
substrate. 
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3 Spray-Paint 
Supports randomized RGB patterns. Applied using triplanar mapping. 





The weapon is spray-painted with multiple coats through stencil 
patterns. The pattern applied is acolor texture map, and must utilize 
any four colors, typically black, red, green, and blue, that are later 
replaced using the Paint by Color system in the Workbench. The 
pattern is applied via triplanar mapping, with each layer of paint wearing 
successively to the layer below it before revealing the substrate. 





Tec-9 | Rust Leaf 


/2lıj 
V dive 





moe m gn a e 
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4 Anodized 
Supports neither randomized nor custom patterns. No application. 


The Anodized style is similar to the Solid Color style. It only supports 
one color across a single patinated area, colorO, specified by the Paint 
by Number system. The finish uniquely wears to the chrome base coat 
before revealing the substrate. 


SG 553 | Anodized Navy 
Valve 





5 Anodized Multicolored 
Supports randomized RGB patterns. Applied directly to the UV. 


The Anodized Multicolored style utilizes all four colors of the Paint by 
Number system and a pattern. The pattern is applied via direct mapping 
onto the UV. The Paint by Number system determines which parts will 
be patterned, and which will be painted solid colors, where colorO and 
colori are patterned, and color2 and color3 are solid color. The colors 
are replaced using the Paint by Color system in the Workbench. The 
finish wears directly to the substrate, with controlled durability using the 
pattern's Alpha channel. 





AWP | PAW 


daniDem 


texture ownership of daniDem 
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AWP | Dragon Lore 
Valve 





ARİN P250 | Nevermore 
Bh als 30 mara der, chrisart 


texture ownership of mara der & chrisart 





7 Custom Paint Job 
Supports custom and randomized patterns. Applied directly to the UV. 


The Custom Paint style is the most popular style, only using a full-color 
diffuse map. The pattern is applied in-game via direct mapping onto 

the UV. The finish directly wears to the substrate, with the durability 
controlled by the patterns Alpha channel. It also supports a normal map 
for added depth. This style enables extremely customized looks in a full 
range of colors. 
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6 Anodized Airbrushed 
Supports randomized RGB patterns. Applied using triplanar mapping. 


The Anodized Airbrushed style utilizes all four colors of the Paint by 
Number system as well as a pattern. The pattern is applied via triplanar 
mapping, with the Paint by Number system determining which parts 
will be airbrushed, and which will be painted solid colors, where colorO 
and color are the airbrushed pattern, and color2 and colors are solid 
colors. The colors are replaced using the Paint by Color system in the 
Workbench. The finish uniquely wears to the chrome base coat before 
revealing the substrate. This style emulates candy coat application via 
freehand airbrushing. 


Al [ese 
IRI Smee 
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8 Patina 
Supports custom and randomized patterns. Applied directly to the UV. 


The Patina style is a commonly utilized style featuring all four colors of 
the Paint by Number system with a full-color diffuse map. The pattern 

is applied in-game via direct mapping onto the UV. It supports a normal 
map for added depth. The chosen Workbench colors influence the look 
of the patina at different ages: 
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colorO: the metal below the patina, revealed through scratches 
colori: tint of the newly applied patina 

color2: tint of the aged patina 

color3: color of the grime, oil accretion, and oxide that accumulates 





AK-47 | Case Hardened 


Valve Note that the diffuse and all color values, like with Anodized, are limited 


to only one patinated area, typically parts colorO or color. 


9 Gunsmith 
Supports custom and randomized patterns. Applied directly to the UV. 


The Gunsmith Style features both Patina and Custom Paint Job 
combined. The Paint by Number system determines which parts will 
be patinated and which parts will be custom-painted. The four colors 
involved determine the wear characteristics of the patina. The wear 
and phong exponent are both controlled using the Alpha channel for 
the patinated parts and the custom painted parts respectively. It also 
supports anormal map for added depth. 





AK-47 | Bloodsport 
SLIMEface 


texture ownership of SLIMEface 
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Core Technicals 
In-Game Previewing 


There are no official avenues for previewing finishes in-game ina 
controlled environment. Instead artists are limited to previews and edits 
using the Workbench. Alternatively, by altering game files, finishes can 
be previewed in-game for better control over lighting conditions, field- 
of-view options and angles. This is achieved by replacing pre-approved 
In-game finishes. 


1 LOCATING THE PAINTS FOLDER 


The paints folder is where artists can import their own textures for previewing. 
It is located in the Steam directory, and can be found in: 


Steam/ SteamApps/ common / Counter-Strike Global Offensive/ csgo/ materials/ 
models/ weapons/ customization/ paints 


If any of the folders above are not present, create them. In the paints folder, create the 
following additional folders: 


“hydrographic” (2 Hydrographic) 

“spray” (3 Spray-Paint) 

“anodized_air” (5 Anodized Airbrushed) 
“custom” (7 Custom Paint Job) 

“anodized multi” (6 Anodized Multicolored) 
“antiqued” (8 Patina) 

“gunsmith” (9 Gunsmith) 


2 LOCATING THE ITEMS FILE 


The items file stores information for all weapon finishes and their fixed parameters. It is 
also located in the Steam directory and can be found in: 


Steam/ SteamApps/ common / Counter-Strike Global Offensive/ csgo/ scripts/ 
items_game.txt 

3 LOCATING THE FIXED FINISH VALUES 

All personal finishes edited and saved using the Workbench have their own fixed 
parameters stored in the game directory. These preview values are needed to later 
replace the values of an in-game finish found in the items_game.txt. These text files are 


found in: 


Steam/ SteamApps/ common / Counter-Strike Global Offensive/ 


4 IMPORTING THE VTF TEXTURE FILES 


Import your color or diffuse map alongside the optional normal map to the correct 
paints folder depending on the finish style. 


5 ACQUIRING AN APPROVED IN-GAME FINISH 


An already approved in-game weapon finish of the same weapon is needed to replace 
the texture of. Depending on the wear level of the approved finish, the previewed finish 
may appear worn. 


6 CREATING A BACKUP OF THE ITEMS FILE 


The items_game.txt is integral to the operation of the game. In the event any errors were 
to occur, a copy of the original file should always be maintained. Rename it and begin 
altering the original life. 


7 REPLACING THE VALUES OF THE APPROVED FINISH 


In the items_game.txt file, locate the approved weapon finish values by using the search 
function in a preferred text editor. Finishes can be identified using their finish catalog, 
collection, in-game name or given Workshop name if applicable. Once located, copy 

the values from the text file of your own weapon finish and replace given values in the 
items_game.txt of the approved finish. Remove any references to directories or file types 
in the pattern and normal values. 


8 RUNNING THE GAME 


Enter the Library section of Steam and right-click Counter-Strike: Global Offensive. 
Click Properties and then Set Launch options, and add the “-insecure” tag to ensurea 
connection to Valve Anti Cheat-protected servers cannot be made. 


9 ENTERING A GAME 


Launch the game. Once inside, the finish may appear completely black in-game. Enter a 
private game against bots or a non-VAC authenticated server to finalize the replacement 
of the texture. In the event the game does not initiate properly or the texture does not 
appear, check for syntax errors, misspellings or similar faults outside of the game. 
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a 
A P250 finish reskinned using a 
custom Workshop texture. 
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2.1 


Categorization 
Collections 


Pattern Practicals 


Weapon finishes are most often referred to as skins in the context of 
in-game usage, marketability & trading. The term weapon finish, on the 
other hand, is often associated with the creation process. 

The acquisition of a skin occurs: 


1. through random drops by playing in online community and official 
servers 

2. through opening containers known as cases using keys acquired 
through purchase 

3. through trade-ins using a Trade Up Contract when 10 skins are 
traded in 

4. through real-world trading using the Steam Community and Steam 
Market 


Skins, with the exclusion of knife skins, can be organized into 
collections that are either defined by case or theme. Skins acquired 
inthe same case are grouped into the same collection, whilst skins 
designed to invoke the same feel based off an in-game map or style, are 
grouped into either map collections or themed collections. 
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Categorization 
Weapon Quality Grade 


The game establishes a hierarchy for skin quality, officially Known as 
Weapon Quality Grade, also commonly referred to as item rarity. The 
lower the rarity of the skin, the lower the initial value it is given. Although 
skins can generally speaking be acquired through the same ways, 
certain grades can only be acquired through specific means. 


Valve determines the grade of each finish based on a variety of 
parameters, especially salience. 


Common Consumer grade 
Uncommon Industrial grade 
Rare Mil-spec 
Mythical Restricted 
Legendary Classified 
Ancient Covert 
Exceedingly Rare Melee 

Immortal Contraband 


During regular play, all grades with the exception of Melee and 
Contraband can be acquired as long as the skin is from a themed 
collection. The odds of acquiring higher grades are however 
significantly reduced. 


There is currently only a single skin in the Contraband grade. This grade 
was formerly given to skins that could no longer be acquired through 
any in-game means. 


Valve currently disallows the creation of Melee grade skins. 


The Definitive Guide on the Weapon Finish 


pat g 
— == a” 


RO g 


k. 





İn A. ay 
TY TDI TUS A ET ALI ANA NALON 
The Empress finish for the AK-47 by 
2Minds. Because it is Gunsmith, the 


patinated areas do not wear. They 
instead accumulate dust and oil. As a 





Categorization result, the Factory New variant is much 

Weapon Exterior Quality brighter than the Battle-Scarred variant. 

A weapons exterior quality is chosen at random when a weapon skin he Col — Q Á nd hg 
is acquired. Because the Alpha channel decides how a finish wears, it ME ny aie its f oe i 

in effect decides how the different weapon exterior qualities appear. i ae ore. EN LİLİ =- S tesy İN 
The lower the quality, the higher the initial wear the skin is given. Each Bep 

exterior guality is placed on afloat scale, with each skin acguired Im AFETE 

receiving a random float value — officially named wear rating. The float HL 

value associated with the skin is adecimal number from O to1, andisa a H ie 

constant, unchanging number. Each division on the float scale is given 

aname: 


- Factory New (0.00 - 0.07) 

- Minimal Wear (0.07 - 0.15) 

- Field-Tested (0.15 — 0.37) 

- Well-Worn (0.37 - 0.44) 

- Battle-Scarred (0.44 - 1.00) 





Because a finish can have its wear range limited in the Workbench, not AK-47 | The Empress by 2Minds 
all skins can be acquired in every exterior quality. It should also be noted 

that the metallic surfaces of Gunsmith and Patina skins will not wear 

with lower float, but darken as they acquire dust, grime and oll. 
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W SOURCE 
Style Guide for 
Weapon Finishes 


Appearance 
Salience 


Style 


Different style principles for 


different grades 


The finish is muted and hard to read at a distance. It 
is similar in appearance to the default weapons and 
other low salience finishes. 


Its features are only noticeable by the player holding 
the weapon. 


The finish is distinct and features slightly stronger 
colors. It is not flashy. 


Its features are noticeable by the player holding the 
weapon and players in the close quarters. 


The finish is distinct and makes use of vibrant colors. 
It is higher in contrast. 


Its features are noticeable by the player holding the 
weapon and players in the general vicinity. 


The finish features a distinct loud pattern. It is 
recognizable at a distance, and is unique relative to 
other Covert items, and in effect, other skins. 


Its features are noticeable by every player in the 
match. 


Least salient 
Mil-spec 


Slightly salient 


Restricted 


More salient 
Classified 


Most salient 
Covert 
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V AK-47 | Elite Build by M1ND 

V AK-47 | Blue Laminate by Valve 

V AK-47 | Phantom Disruptor by Apel 
NV AK-47 | Bloodsport by SLIMEface 
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v 

The Skull Crusher finish for the R8 
Revolver by EGO DEATH. Note how 
the placement of the skull on the 
hammer of the pistol allows the 
centerpiece of the design to exert 
motion. 


R8 Revolver | Skull Crusher by EGO DEATH 
















Five-SeveN | Buddy by Freddy & Krueger 


Appearance Although the larger, flatter faces of a weapon are important to paint 

Perspective details on, Valve also values skins that also look appealing when held 
in hand using the default view to ensure that the finish maintains its 
salience even when fired and heldin the default position. 


he 

The back of the Buddy finish for the 
Five-SeveN by Freddy is occupied by 
a Counter-Terrorist whose helmet 
moves back with the slide when 
fired. 


Appearance 
Finish Variation 


NY 

Color variations of the Asiimov, 
Orbit and Teclu Burner finishes 
present in-game; Isaac, Modest 
Threat and Bunsen Burner 
respectively. 
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Artists should also modify finishes, resulting in variations of the same 
finish fit for different rarity tiers. Valve recommends this as it allows 

the original finish to match the themes and weapons of future weapon 
cases. Variations of a finish typically involve color changes to the same 
texture, however, there are endless possibilities in varying a pattern. 


V AK-47 | Orbit by nozza 

V MP9 | Modest Threat by nozza 
Ņ AWP | Asiimov by Coridium 

vV Tec-9 | Isaac by Coridium 

V XM1014 | Teclu Burner by PTP 

vV Glock-18 | Bunsen Burner by PTP 
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Appearance 2. Hue ” 
j ; À l , A Solid Color AK-47 featurin 

Saturation Avoid using completely pure hues, especially the primary colors. eE pr mal obis yl 

combined with other varied hues, 

PURE RED overwhelms any other colors present on the finish these pure huestendto overwhelm 

i, PURE BLUE overwhelms any other colors present on the finish the remainder of the design. Due 

Saturation and contrast are two very important aspects of designing a PURE GREEN overwhelms any other colors present on the finish to the nature of CMYK, the hues do 

finish, as they directly impact the salience of the weapon, and in effect not appear as saturated as they are 

. ae . l . in reality. 

its apparent or targeted rarity tier. Artists should not use high saturation 


and contrast on finishes aimed at lower rarity tiers, as their apparent 
rarity tier may increase, causing the finish to be reviewed as if it was a 
higher rarity grade. 


In addition, certain shades, phong values and hues should be avoided 
due to game engine constraints and visual rules. These are as follows: 


1. Brightness 
Avoid using pure and nearly pure shades. 


PURE WHITE reacts to light improperly in-game and remains overly bright under both bright light and shade 
PURE BLACK reacts to light improperly in-game and remains overly dark under both bright light and shade 





VW OVERLY DARK VW OVERLY BRIGHT 
Note how the shape of the Ak-47 is difficult to discern Pure white contributes negatively to a finish as it 
when painted in pure black. In addition, the black not only is an overwhelmingly bright shade but 


color is subject to compression, showing signs of prominently glows, obscuring other potential details 
purple and green color banding. present on the finish. 
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3. Phong Appearance 
Avoid using high phong values. Low Violence 


HIGH ALBEDO washes out the color and detail present on the metallic surface 
HIGH INTENSITY bleaches out any color and detail present on the finish, giving the plastic surface a strong sheen of white 


Because the game is available internationally and certain territories 
have stricter guidelines than others, skins that feature skulls or blood 
must also feature a second variation without these elements. 























4 OVERLY INTENSE 

Two Sawed-Off weapons featuring a reasonable value 
of phong intensity versus the default phong intensity 
value of 254 -an overly intense value. 





VW OVERLY BOOSTED 
A MAC-10 featuring a low albedo boost of 15 versus a 
MAC-10 with a value of 120. 





MAC-10 | Curse by irecon 


4 PERFECT WORLD 

The Primal Saber and Curse finishes for the UMP-45 
and MAC-10 respectively. Note how the skull on the 
UMP-45 and the zombie on the MAC-10 have been 
altered. 
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Game Practicals 


items 
Containers 


Containers are one of four methods of acguiring weapon skins in-game. 


They are typically received as a drop after each completed game 
on a Valve Anti-Cheat secured server. It is, however, more common 
to purchase a container on the Steam Market. Containers contain a 
collection of weapon skins differing in rarity and grade. 


A Weapon Case is the most common type of container. The cases 
contain a collection of weapon skins ranging from Mil-spec to Melee 
rarity skins. The cases require a matching key, either traded or 
ourchased, to be opened. There are three types of weapon cases: 


- Classic, which feature Valve-created weapon skins that require a 
CS:GO Case Key. 

- eSports, which feature Valve-created weapon skins that require an 
eSports Key. 

- Operations or Community, which feature community-created weapon 
Skins that require their own unique keys. 


2.2 


WEAPON 
CONTAINERS 
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Souvenir Packages are also containers. They are not considered 
cases, and do not require keys to open. These containers are randomly 
dropped to viewers of CS:GO tournaments. Each Package contains 
athemed map collection, and as such, the type of Package acquired 
depends on the map it was dropped on. 


Asecond type of Package are Gifts, which include the Gift Package, 
Pallet of Presents and Audience Participation Parcel items. Although 
discontinued, these Gifts were purchased or traded and then opened, 
which then gifted random items to other players in the match. 


VALVE-MADE > ! 


eSports 


WEAPON 
CASES 


COMMUNITY-MADE > 





AVERAGE CALCULATED CASE CONTAINER ODDS 


Mil-spec 79.95% 
Restricted 15.95% 
Classified 3.20% 
Covert 0.65% 
Melee 0.25% 
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T 
An Operation Hydra key. 


Acquisition 


Users should take into account that certain skins cannot be traded up 
with. These can be categorized into: 


Skins of the locally highest grade, such as Melee grade skins. 

These cannot be traded up with as they are universally the highest grade 
in-game. Equally, skins in collections where the highest grade is an 
already lower grade such as Mil-spec, the skin cannot be used for Trade 
Up Contracts. 


../NCompatible skins, such as souvenirs in Souvenir Packages. 

These cannot be used to trade up as souvenirs cannot realistically 
produce another souvenir. Contraband grade skins are also exempt, as 
there is only one skin in this grade. 


items 
Keys 


Keys are items used to unlock Weapon Cases. They can be acquired 
for a specific set price when purchased in-game in conjunction with 

a specific case. Keys acguired prior to October 29, 2019 are both 
tradable and marketable for any given price, however, keys purchased 
inthe aftermath of this date arelocked to the user. Keys are specific 
toacase, and as such, cannot be used interchangeabiy between the 
different cases. 


DID YOU KNOW? 

Keys were locked to the purchasing account due to 
Valve observing fraudulent networks liguidating 
their gains using CS:GO keys. 


Keys were also used by traders as currency. 


Desolate Space 





T 
A Trade Up Contract. 
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QUALITY v 


SCAR-20 Sawed-Off StatTrak™ AUG 
Bloodsport Wasteland Princess Aristocrat 


Items 
Trade Up Contract 


The Trade Up Contract is an in-game base-grade tool that allows for the 
trading of 10 regular or 10 Stat Trak™ skins of the same weapon grade 
for the acquisition of a single skin of the next grade. It is accessed from 
the players in-game inventory. The higher grade skin acquired in the 
contract is chosen randomly from one of the collections of the featured 
skins. It has been noted that there is acorrelation between the exterior 
quality of the input skins and the exterior quality of the output skin. 
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Quality Weapons that are more often used In-game, referred to as high-utility 

Utility Quality weapons, will typically receive higher quality finishes or be categorized 
into higher grades. As such, even if the same finish or skin collection is 
applied onto two different weapons, the resulting skins are of different 
grades. These weapons include: 


1. the starter pistols; the USP-S, the P2000 and the Glock-18 
2. the default rifles; the AK-47, M4A4 and M4A1-S 
3. the high-skill weapons; the AWP and the Desert Eagle 


v 

The Asiimov and Fuel Injector skins 
vary in weapon guality grade based 
on the utility ofthe weapon. 





P250 | Iron Clad by G-99Factory 


Quality Weapon skins can, when acquired, feature an in-game device called 
StatTrak™ StatTrak™, derived from Statistics Tracking, that shows the number of 
kills acquired with the weapon by the owner whilst the weapon skin is 
equipped. This orange LED display is attached to a preset location on 
the weapon. The counter will display ERROR! and UNKNWN USER 
when the weapon skin is wielded by anyone other than the original 
owner. StatTrak™ weapons can only be acquired by opening Weapon 
+ Cases and can apply to nearly any weapon or knife skin, appearing as 
A StatTrak™ counter on a P250 skin. scratched numbers on knives. 






| Eh - | IŞ i = 
aö 
ram Miami O = 
a M4A4 | Asiimov by Coridium 


In addition, the StatTrak™ Swap Tool allows users to transfer their 
StatTrak™ values between finishes of the same weapon type. 





E P250 | Asiimov by Coridium 


> 
The ERROR! message on the 
StatTrak™ counter of an SG 553. 


E AK-47 | Fuel Injector by emu 


paeo zall | se 





E Tec-9 | Fuel Injector by emu 


SG 553 | Atlas by Centauri 
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Value & Worth > Each unboxed unique variation of a finish can be identified using a 
Pattern Definitions le eee ri. specific Pattern Seed that stores all variable finish values. These 
distinguishes any given pattern randomized values are established the moment a pattern is first 
variation. unboxed, and rely on the permanent Finish Catalog values: 
Patterns and their variations are all given an ID that can be used to € ” ff th 
identify the finish and the finish variation. | FINISH CATALOG - the current offset of tne pattern 
A given number that designates - the current rotation of the pattern 


each and every finish present in 
Each finish is defined by a currently up to four-digit Finish Catalog CS:GO. 


number that stores all permanent finish values. These values are Trad dcoll ş h fi denh di 
established during the creation process in the Workbench: e ANG Cole COTS CANTE IO NESE peel e eds Wei oan’ 


or selling their skins to distinguish between specific higher and 
- the weapon lower value variations of the same skins, typically in conjunction with 
- the finish style randomized patterns that shift location across the firearm or knife. 


- the current wear of the pattern 


- the diffuse map aA >” pe 
_ Three different pattern seeds for 
the normal map the Slaughter finish on the M9 
- the Paint by Number values Bayonet and the Kami finish for the 
- the pattern scale value Five-SeveN. 
- the phong values DID YOU KNOW? 
- the minimum and maximum offset, rotation and wear values The items_game.txt file present in 
- the pearlescence value CS:GO’s game directory includes 
all finish catalogs with their 


mn , permanent finish values. 
Below is an example of a Finish Catalog and its values. 





DEFINED VALUES UNDEFINED VALUES 

SG553 ATLAS SG553 ATLAS 

NAME cu_sg553_atlas ENABLE NORMALS NO 
FINISH CATALOG 553 NORMAL PATTERN N/A 
WEAPON SG 553 COLORO N/A 
FINISH STYLE 7 COLOR1 N/A 
DIFFUSE MAP 5g553 atlas COLOR2 N/A 
PATTERN SCALE 1.0000000 COLOR3 N/A 
PHONG EXPONENT 126 PEARLESCENCE NO 
PHONG INTENSITY 30 ONLY FIRST MATERIAL NO 
EXPONENT OVERRIDE 256 

MINIMUM X OFFSET 0.0000000 

MAXIMUM X OFFSET 0.0000000 

MINIMUM Y OFFSET 0.0000000 

MAXIMUM Y OFFSET 0.0000000 

MINIMUM ROTATION 0.0000000 

MAXIMUM ROTATION 0.0000000 

MINIMUM WEAR 0.0000000 

MAXIMUM WEAR 0.8100000 


IGNORE PATTERN SCALING YES Five-SeveN | Kami by Thurnip 


Soclals 
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Economic Socials 3.1 


Economy 
Steam Community Market 


CS:GO features its own live, non-in-game economy using real 
currencies. This economy is mainly operated officially on the Steam 
Community Market, amarketplace for skins, cards and items from 
games on the Steam games platform. Despite the economy stretching 
far out onto the web, the Community Market is the basis for the majority 
of the games economy. 


Prices on the Market are determined solely by users in the community. 
Users can list their items for any price, however, underselling the price 
of the skin nets less money than the skin is worth, whilst listing the skin 
for significantly more than it is deemed valued typically reduces the 
desirability of the listing. 


The Community Market comes with three major requirements before © € SOURCE 
users can utilize the full soectrum of features it comes with: Community Market FAQ 


1. the users account must have a successful purchase older than 7 days, 
but not older than a year 

2. the users account must have Steam Guard security enabled for at least 
15 days 


Once these requirements are met, the user can buy and sell most items 
on the Market as well as trade using Steam. 


Funds accrued using the Steam Market are placed in the Steam Wallet 
and locked to the platform; funds obtained on Steam cannot be used 
outside the platform. 


DID YOU KNOW? 

Markets external to Steam are 
extremely popular. Cash-out sites, 
allowing for acquisition of funds 
outside of the Steam platform, are 
the most common. 


-> SEPARATE LISTINGS 

The Redline finish for the AK-47 can 
be acquired in different wear floats 
and feature different stickers. As a 
result, each listing is separate. 


> BULK LISTINGS 

Every listing of the Clutch Case 
is identical. As such, instead of 
separately displaying each case ina 
list, the user can request to buy the 
item at any given price. 
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It should be noted that all items listed on the Community Market are 
subject to at least a Steam Transaction Fee, sitting at 5%. However, 
Valve games such as CS:GO, DOTA 2 and Team Fortress 2 include a 
game-specific fee at 10%, resulting in a 15% fee. All skin, container and 
sticker listings will as such net the user 75% of the originally listed price. 


In addition, when a skin is acquired on the Community Market, it is 
subject to a Trade Hold for at least 7 days, meaning it cannot be traded 
with other users or bot accounts in that period. This restriction Is in 
place to reduce the likelihood of scams occurring. 


Heavily marketed items with no variation on the Steam Market, such 


as containers and keys are not separately listed, but instead in bulk 
through buy orders and sell listings. 


AK-47 | Redline (Field-Tested) ae 


AK-47 | Redline (Field-Tested) ERN 


AK-47 | Redline (Field-Tested) 139,91 kr 


AK-47 | Redline (Field-Tested) 4140.24 kr 


AK-47 | Redline (Field-Tested) 


346417 4370328 
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Economic Socials 


Market 


Economy 
Terminology 


COMMON TERMS 


ADD or ADDS 
additional skins added to an offer as a counter 


OVERPAY or HIGHBALL 
offering more in value than the items you acquire are considered worth 


PAINT INDEX 
common synonym for finish catalog 


PAINT SEED 
common synonym for pattern seed 


PURE 
refers to purely trading with keys 


REP 
short for reputation, referring to a traders trustworthiness 


SHARK 
an individual willing to exploit inexperienced traders by offering less 


SCAMMER 
an individual willing to exploit inexperienced traders through illegitimate means 


UNDERPAY or LOWBALL 
offering less in value than the items you acquire are considered worth 


VANILLA 
term used to describe items, typically knives, with no finish applied 


COMMON ACRONYMS 


B/O 
buyout. The desired offer that precisely matches the traders requests. 


BTA 
better than average. Refers to various positive aspects of a finish. 


C/O 
current offer. A currently standing offer that closest resembles the buyout. 


PC 


price check. A public request used to determine the price of an item or many items. 


Q/S 
quicksell. A trade or sale wherein the trader requests less in order to sell quicker. 


WTA 
worse than average. Refers to various negative aspects of a finish. 
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Common Knowledge 
Online Safety 


Despite safety measures implemented by Valve over the years, users 
on Steam are still vulnerable to various scams by other users when 
trading and utilizing the market services. CS:GO is especially prone to 
these actions due to the occasionally high value of weapon finishes. 
Common exploits include, but are not limited to: 


..phishing scams 

Phishing is the most common scamming method. In most cases, a 
random user will attempt to contact the victim by commenting on their 
profile or by messaging them, including a link in their comment. The link 
often directs to a false copy of a legitimate website. Phishing links will 
often ask for login information, with the information being directly sent to 
the scammer. 


../mpersonation scams 

A scammer attempts to pose as an official bot for a well-known trading 
website, requesting an item for nothing in return, claiming the item Is 
being exchanged for funds or used in a bet or trade. 


.. middlemen scams 

Middlemen scams are one of the oldest scamming methods. The user is 
approached by a trader or buyer who suggests employing a popular and 
legitimate middleman, or in some cases a friend of the victim, to ensure 
the trade is completed securely. The scammer then employs a friend to 
impersonate the middleman, who receives the item, leaving the victim 
empty-handed. 


..PayPal scams 

PayPal scams involve the scammer using invoices and charge-backs 
over PayPal to ensure no money Is actually provided to the victim prior 
to the completion of a trade. The invoice will include the agreed amount, 
however, invoices are not proof of payment. In addition, scammers can, 
when paying, select the “goods or services’ options - opening up for 
charge-backs, refunding the money and leaving the victim with no funds. 


Item swapping 

Item swapping occurs during real-time trades. The scammer will, after 
an agreement has been settled, swap or remove an item from the trade, 
hoping the victim does not take notice. Scammers achieve this by adding 
junk items or by replacing an item with another, similar-looking item. 
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DID YOU KNOW? 

Certain unattainable finishes 
have increased significantly in 
value because a large number of 
them have been used for Trade-Up 
Contracts. In turn, their scarcity has 
increased. 


Value 


Value & Worth 
General Item Value 


Because the market is operated by the community, the value of an item 
is determined by a variety of in-game and external factors presented in 
the previous chapter. These include, but are not exclusive to, in order of 
most to least important: 


Scarcity 
The scarcer an item is, the higher the value it is. Scarcity can typically 
override any and all other factors in terms of determining value. 


Weapon Utility 
The more useful a weapon is in-game, the more significant the value shift. 
Utility can typically override the grade of a weapon by a significant margin. 


Trade-Up Potential 
Skins that can be traded up to other extremely rare and expensive skins 
tend to be, regardless of grade, highly valued. 


Weapon Quality Grade 
The higher the grade, the higher the value of the item relative to the same 
item in lower grades. 


StatTrak™ 
StatTrak™ variants of a finish are valued higher than their non-StatTrak™ 
counterparts. 


Weapon Exterior Quality 

Typically, the less worn variants of a finish are valued higher than the more 
worn variants. Exceptions exist for certain finishes. Small variations in 
float can create large variations in value. 


Age 

Newly added finish are often affected by price inflation due to the lack of 
unboxed finishes. Equally, when a container featuring the finish no longer 
is acquirable towards the tail end of its shelf life, the price of finishes 
featured in the container typically increases. 


The value of a finish can also be affected in relation to collections. Ifa 
finish is featured in a currently inactive or totally retired collection, their 
scarcity increases as they are not acquirable in the period a collection 
is not featured in-game. During an Operation, finishes from certain 
collections can begin dropping again. These tend to be high in value as 
the window for acquisition is small. 


> 
BACKSIDE & PLAYSIDE 

The different sides of the knife 
blade. 


> 
CENTERED & EDGED DESIGNS 

The rare trait is either on the middle 
or the edge of the blade. 
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Value & Worth 
Randomized Value 


Because randomized finishes often can result in interesting patterns 
based on the models they are applied on, higher grade randomized 
finishes can vary significantly in price and can create immensely 
sought-for skins. In addition, wear and float also affect the given value of 
askin, however this is specific to only a few. 


For knife skins, the location of the pattern plays a significant role in 
determining the value. 


lf the rare pattern or combination of colors is observed on the always 
seen side of the knife, referred to as the playside, then the value is 
typically heavily impacted. If the rare pattern instead is on the backside, 
the given value may barely be affected, if at all. Certain knives such as 
the Huntsman and Butterfly feature mirrored UV's; the playside and 
backside are identical. 


Once atrait has been determined, the location of that trait is the second 
determinant for given value. If it is placed on the center of the blade and 
easily visible, the value is often exaggerated. If, however, the element is 
on the edge of the blade and barely visible, the price impact is no longer 
as significant. 
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An Ursus painted in the Doppler 
finish. It is a Sapphire phase. 


Value 


Doppler 

The Doppler finish is a Melee grade skin available to a majority of the 
knives present in-game, and is acquirable in the Chroma and Prisma 
collections. It is a faux marbleized finish. Unlike most randomized 
finishes, the Doppler can be acquired in various phases, each given 
a different Paint by Number variation and color percentage. Different 
phases have varying rarities, and are as such valued differently. 


PHASE 1 #418 PHASE 2 #419 

The skin features 80% blue The skin features 20% blue 
and 20% red. and 80% red. 

PHASE 3 #420 PHASE 4 #421 

The skin features 60% blue, The skin features 80% blue 
10% green and 20% black. and 20% black. 

SAPPHIRE #415 RUBY #416 


The skin features 100% blue. The skin features 100% red. 


BLACK PEARL #417 
The skin features 100% black. It is 
accented with red and blue. 


The Black Pearl is the rarest and highest valued, with the Sapphire and 
Ruby variations coming in at a close second. The four main phases are 
equally rare and the least expensive variants of the finish. 











The unaltered texture map for 
the Doppler, Gamma Doppler and 
Marble Fade skins. 


Gamma Doppler 
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The Gamma Doppler finish is a Melee grade skin only found in the 
Gamma collections. It is a faux marbleized finish. It uses the same 
diffuse as the Doppler, however with different hues. It can also be 


acquired in different phases. 


PHASE 1 #569 
The skin features 80% black 
and 20% green. 


PHASE 3 #571 
The skin features 30% black, 
40% green, and 30% turquoise. 


EMERALD #573 
The skin features 100% green. 


PHASE 2 #570 
The skin features 20% black 
and 80% green. 


PHASE 4 #572 
The skin features equal amounts of green, 
black and turquoise. 


Similarly to the Doppler finish, the four phases are the most common 
and least expensive with the Emerald variant being the rarest and most 


expensive. 


+ 





An approximation of the Paint by 
Color system for the first phase 
of the Doppler skin. Each phase 
features its own color system. 
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Jim 





> 
A Flip Knife painted in the Marble 
Fade finish. It is a tricolor variant. 





Value 


Marble Fade 

The Marble Fade finish is a Melee grade skin only found in the Gamma 
collections. It is a faux marbleized finish. It uses the same diffuse as the 
Doppler and Gamma Doppler finishes, however with different hues. 
Unlike the previous finishes, it features a single Finish Catalog - the 
only variation being the offset and rotation of the pattern. The finish is 
typically more desirable with less yellow on the playside. 


TRICOLOR GOLD (70+/30) 

The skin features all three colors on the The skin features over 70% gold on the 
playside. playside. 

FIRE & ICE 

The skin only features blue and red on the 

playside. 


The Tricolor fade is the most common and least desirable. Fire & Ice is 
the rarest, albeit it only occurs on four knives: the Karambit, Bayonet, 
Flip Knife and Gut Knife. 








é 
A Falchion Knife with 
undesirable amount of yellow. 





an 
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Fade 

The Fade finish is a multi-grade skin available for all of the knives 
in-game, and is acquirable in a variety of cases. It is a solid gradient 
featuring three colors. It features a single Finish Catalog and as such 
the rarity and pricing of different Fade finishes acquired by players 
depend on the offset of the pattern. Fades can be categorized using 
fade percentage or fade division depending on the knife the finish is 
applied to. 


FADE PERCENTAGE FADE DIVISION 

Fade percentage refers to the percentage Fade division refers to the amount of each 
of the fade visible on the blade. A 100% of the three colors visible on the blade. A 
fade features all of the three colors with 90/0/10 (typically referred to as a 90/10) 
equal division. Percentage is typically features 90% pink, 0% purple, and 10% 
given to uniformly shaped knives. yellow. Division is used in conjunction 


with the less uniformly shaped knives. 


Fuller fades, including all three colors, ranging from 90% to 110% are 
typically more desirable on the flatter knives such as the M9 Bayonet 
and Bayonet. 
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Slaughter 

The Slaughter finish is a classic Melee grade skin available to all of the 
knives present in-game, and is acguirable in a majority of collections. It 
isared, bi-color, chrome-painted finish featuring a zebra-stripe pattern. 
The rarity of each individual Slaughter is determined by the stripe 
pattern present on the playside of the finish. 


BLAAI EMİRE lFCeEe FRAARARAMAIL CTPIREFC 
YALL C7 EC CC COHAAAAQON DIDEC 
CTRIDE< LESS COMMO N Sil R| DES 

J V IVIVE IN JEINGT bw 


The skin features one of the three common The skin features one of the two less 











stripes: Butterfly, Zebra or Dogbone. common stripes: Phoenix or Angel. 

HEART STRIPES DIAMOND STRIPES 

The skin features a rare heart on the blade. The skin features a very rare diamond on 
the blade. 


diamond on the blade. 
€ 
A Karambit Slaughter sporting the 
Diamond stripes. 





dl 


A Bayonet with two prominent 


PE Higher value Slaughter knives typically feature more elusive zebra 


stripe patterns, whilst common features leave the price unaffected. 


Crimson Web 

The Crimson Web finish is a classic multi-grade skin available on all 
in-game knives, and is acquirable in a majority of the cases. The finish 
features black spider-webs accented against a solid red background. 
The rarity of each individual Crimson Web is determined by the amount 
of unique webs present on the playside of the finish. 





NO WEB ONE WEB 

The skin features no unique webs. The skin features one unique web. 

Only the outer radials are present. The outer radials occupy the majority of 
the finish. 

TWO WEBS THREE WEBS 

The skin features two webs. The skin features three webs. 

The outer radials are not as prevalent on The outer radials are overshadowed by 

the finish, however, present. the webs. 





MORE THAN THREE WEBS 
The skin features four or five webs. 
The outer radials are not noticeable. 
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Value 


Case Hardened 

The Case Hardened finish is a classic multi-grade skin available for all 
of the knives in-game, and is acquirable in a majority of the cases. The 
finish replicates the real-life method of case-hardening where a metal is 
subjected to fire at high temperatures, causing it to harden and colorize. 
The rarity of each individual Case Hardened is determined by the 
pattern offset and rotation. 


Highest Value Blue Gem 


mcrw 


m Lowest Value No Blue 


Due to the nature of the Case Hardened, it is often one of the least 
desired knife skins. When rarely acquired with high percentages of blue, 
it is a highly desirable finish. 


Vv 
A fully blue Nomad Knife in the Case 


Hardened finish. 





PATTERN OFFSETS & ROTATIONS 
KNIVES 



































1 SINGLE-AXIS OFFSET 

The pattern only offsets on a single 
axis. It does not rotate. Finishes 
featuring this type of pattern are: 


Slaughter 

Fade 

Marble Fade 
Doppler 

Gamma Doppler 











2 PLANAR OFFSET 

The pattern offsets on both axes. It 
does not rotate. Finishes featuring 
this type of pattern are: 


Boreal Forest 
Forest DDPAT 
Safari Mesh 
Tiger Tooth 
Bright Water 
Freehand 
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3 PLANAR OFFSET & ROTATION 

The pattern offsets on both axes 
and is rotated each time it is 
unboxed. Finishes featuring this 
type of pattern are: 


Crimson Web 
Case Hardened 
Scorched 
Urban Masked 
Stained 

Blue Steel 
Damascus Steel 
Rust Coat 
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Value 


Weapon Patterns 


Although the values of non-knife finishes either do not vary by 
significant margins or vary at all, some finishes include rare variations 
that are sought for more than others by the community. 


AK-47 | Case Hardened 
Five-SeveN | Case Hardened 
Valve 


The relationship between the gold 
and blue colors present on the 
finish determine the price. 


Five-SeveN | Kami 
Galil | Kami 
Valve 


The pattern present on the slide 
or back of the slide determine the 
price. 


Glock-18 | Fade 
Valve 


The fade percentage and fade 
division present on the finish 
determine the price. 


AWP | Electric Hive 
Valve 


The color of the hive determines 
the price of the finish. 


Glock-18 | Moonrise 
UMP-45 | Moonrise 
Malsı & MGBazz 


The presence ofarare star 
increases the value of the finish. 


Galil AR | Sandstorm 
Tec-9 | Sandstorm 
Valve 


The presence of a majority color 
increases the value of the finish. 


XMo14 | Seasons 
Satch 


The fade percentage and the 
presence of a blue leaf determine 
the price. 


Desert Eagle | Hypnotic 
Valve 


The rare swirl pattern present on 
the finish increases the value of 
the finish. 
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vy 

A Blue Gem AK-47, a full fade 
Glock-18 and a rare Glock-18 
Moonrise. 


AK-47 | Case Hardened by Valve 
Glock-18 | Moonrise by Mals1 and MGBazz 
Glock-18 | Fade by Valve 
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n Browsing 
3.2 Workshop Socials The Workshop 
Lİ 
DID YOU KNOW? The CS:GO Workshop, despite being community-curated, is ultimately 
H m eee ee ee - a Valve-led hub. Users can follow authors of maps, skins and stickers, 
of the week. Valve eventually rate their work and provide feedback, but it is Valve that determines 
removed this sorting option to whether content is officially featured in-game. Each skin submission 


ensure smaller artists’ work would 


padi features the “Yes” and “No thanks’ buttons, with the total percentage 
e displayed more often. 


of votes determining their rating and position on the front page of the 
Workshop. Although the highest rated items traditionally stood the best 
chance of inclusion in-game, a significantly nuanced and style-varied 
Workshop years after launch has led to votes playing a significantly 


The Steam Workshop is a hub for downloadable community content 4 reduced role in approval. 

for games available on the Steam platform. Games featuring Workshop The Items page on the CS:GO 

support allow artists and creators to create modifications, add-ons and Ml The Workshop is mainly accessed through the Library page. From 

assets that fit into two general categories depending on the game: there, users can choose to either view Maps or Items. Once on the 
ltems page, users will be able to view the most popular submissions of 

1. items that are subscription-based the day. 


2. items that are curation-based 

Approved finishes appear with a check mark and can be viewed in the 
Most of the game workshops on Steam are typically subscription- “Official Content” tab. 
based, meaning users can subscribe to and download any item or 
add-on on the Workshop and use it as they wish. CS:GO operates using 
both; community maps are subcription-based, whilst skins and stickers 
cannot be downloaded, but instead must be voted on and eventually 
selected by a team or individual at Valve for approval and usage 
in-game. Browse v Discussions About 
Items 


ori by Most Popular v Over time period Today v 


= z = All 


NNN CS 


a -~ ca 
nr | S i late + = a ~ Official Content 


as 


a a PMO “aad i 
A Your Voting Queue 


MAC-10 | Moonrise (Pearlesc... P90 | Sparta [v_Il] vines 


Friends' Favorites 
Friends’ Items 


Followed Authors 
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Public Workshop 


finish style figures 


Basics 


FINISH STYLE 


| 
sRsye)|(0 hk @re)(e)s 


2 Hydrographic 


3 Spray-Paint 


| 
4 Anodized 


it 
5 Anodized Airbrushed 


6 Anodized Multicolored 
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NUMBER OF SUBMISSIONS FINISH STYLE NUMBER OF SUBMISSIONS 





7 Custom Paint Job 


4,915 100,481 





11,691 = 23,718 





10,676 comm 13,228 





2.8% 





m TRIPLANAR MAPPING 
E DIRECT MAPPING 





IN-GAME MAPPING 
* 
FINISH STYLE DISTRIBUTION METHOD DISTRIBUTION 


4 ANODIZED NOT INCLUDED 
INSIGNIFICANT VALUE 
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What are the prerequisites 
for submissions? 


Submitting a finish to the Workshop is the final 
step of the skin creation process. Although 
artists may be eager to immediately submit 
their items publiciy, as all things in the world, 
knowing the rules, regulations and standards 
of item submission before posting can help 
substantially with the approval rate. 


Rules & Regulations 
Creation Guidelines 


Because CS:GO is a product available to the public, published and 
developed by a company with public relations, Valve will reject items 
that do not meet their listed guidelines. In addition, certain styles are 
recommended against for quality reasons. Artists should typically in 
compliance with these guidelines avoid the following material: 


> SOURCE Obscene material 
CS:GO Workshop FAQ Finishes featuring sexual content, profanity and general obscenities. 


Copyrighted material 
Finishes featuring content, regardless of relative significance, not 
explicitly owned or created by the artist of the finish. 


National, political or religious material 
Finishes featuring symbols or depictions pertaining to politics, 
nationality, religion, culture, tradition, ideology and society. 


Promotive material 
Finishes that explicitly promote existing brands, companies, teams, 
organizations or individuals. 


Tonally dissonant material 
Finishes featuring material or artwork deemed unfit with the games art 
style. 


Overly simple material 
Finishes that resemble the default weapons, have minimal effort put into 
them, or use the Solid Color & Anodized styles. 





106 107 Workshop Socials 
RECOMMENDED 
READING 
PUBLIC 


Steam Subscriber 
Agreement 


Getting Paidon Steam 
LOGGED IN 
About Steam Revenue 


Steam Workshop 
Agreement 


Submission 


Rules & Regulations 
Terms of Service 


In addition to the recommended creation guidelines, artists must also 
accept the Steam Subscriber agreement as well as a Steam Workshop 
Agreement. Artists are generally urged by the author to: 


..Not assume ownership of already approved finishes. 

Once a skin has been uploaded onto the Workshop, the artist grants 
Valve a license to act on the item as they wish to, among other things 
using, reoroducing, modifying and distributing the item. In other terms, 
the artist no longer fully owns the rights to the skin once approved for 
usage in-game. Removing the skin from the Workshop or altering it after 
approval does not affect the in-game product. Valve may also request 
changes to the item after review and prior to approval. 


..Not share sales data. 

Valve requires all artists to keep their personal Workshop sales data 
confidential due to the sensitive nature of the information included. Artists 
are allowed to talk about their aggregate earnings, however publicly 
discussing details on how these aggregates are calculated is disallowed 
without prior approval, and in general urged against. 


..avold collaborating with potentially blacklisted contributors. 

Ifa contributor on a finish an artist has worked on is found to be in breach 
of contract, the artist is also liable for repairs. Consequently, artists should 
avoid collaborating with contributors with a known history of copyright 
breach or carelessness. 


..read the Terms of Service. 

This book does not feature a fully fledged synopsis on the Steam 
Subscriber Agreement nor the Steam Workshop Agreement. 
Instead, refer to the table for more information. 


> SOURCE 
Getting Paid on Steam 


> SOURCE 
Getting Paid on Steam 


> EIN & ITIN 

EINs are usable by both individuals 
and businesses. 

ITINs are exclusively reserved for 
individuals. 


Artists must still pay income tax 
in their country of residence when 
applicable. 


The Definitive Guide on the Weapon Finish 


Rules & Regulations 
Revenue 


Following approval, contributors of a skin earn royalties and receive 
a cut of sales. Artists can then view their accrued revenue from their 
personal Workshop Files page. 


There are no official public details on these aggregates. 


EINs &ITINs 


By default, artists receiving revenue residing outside of the United 
States are subject to American taxation rules due to the income 
originating from the United States. Typically, the taxation rate sits at 
30%. Artists can, in the event a tax treaty between the United States 
and the artists country of residence exists, choose to acquire a 
Taxpayer Identification Number, or TIN. The acquisition of a TIN is made 
by contacting the federal United States revenue service - the IRS, and 
allows for a reduction of or an exemption from the 30% tax. 


The IRS can be contacted by phone, online on their website, using 

fax, or by mail, depending on whether the artist applies for an EIN or 
ITIN. Once either has been acquired, contributors can update their 
bank information to include the TIN. Admittedly, not all countries have 

a tax treaty with the United States, and as such, contributors should 
expect to have up to 30% of their income withheld. In the eventa TIN is 
acquired after the withholding of revenue, artists can contact the IRS to 
recoup these funds. 
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Creation Process 
Publishing 


The creation process picks up from the Workbench publish screen. 
Once afinish has been uploaded to the Workshop, artists must finalize 
revenue sharing to all involved contributors before the item is made 
public. If the finish was created by a single artist, the artist can choose 
to allocate 100% of the revenue to themselves. Contributors cannot 
allocate revenue nor finalize the submission prior to entering contact 
information, bank account information and tax information - items 
needed in order for Valve to pay out revenue. Once these 3 have been 
filled in, users can finally submit any item for pending publication. 


Artists can also choose to edit their submission by either editing the 
title and description, adding and editing images & videos, adding links 
or changing the visibility of the submission. The description below the 
main section allows for picture, GIF and link embedding. Users and 
contributors can also comment below the submission. 


The submission can also be added to acollection of similar or identical 
submissions available for other weapons for ease of access. 


Edit tithe & description 
Add/edit images & videos 
Edit Links rn Download 


Allow Comments (7) 


=) Delete 


> Change Visibility 





REVENUE SHARING é 
Artists can delegate revenue to 
involved contributors in the event 
multiple artists worked on the item. 


OWNER CONTROLS V 

Each Workshop submission can be 
edited after publication and prior 
to publication. 


4 LIFETIME STATISTICS 
Contributors can view the statistics 
of their Workshop submissions to 
gauge public reception. 


> 


Publicly available statistics. 


DID YOU KNOW? 

Scammers utilized the CS:GO 
Workshop to their own benefit by 
uploading maps claiming to provide 
free skins. Valve responded by 
forcing all submissions, including 
skins, to go through a moderation 
team before being displayed on the 
Workshop. 
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When all items of asubmission are finalized, it must then be approved 
by aSteam Workshop moderator. Depending on the time the 
submission was finalized, this process may typically take anywhere 
between 15 minutes to an entire day. Additionally, any changes made 
to the submission, no matter significance, will require approval by a 
moderator. Until the changes are approved, the submission continues 
to appear on the Workshop, unedited. 


In addition, contributors have access to statistics of their Workshop 
submissions. Publicly available are the amount of unique visitors and 
current favorites of the submission. Detailed lifetime statistics are, 
however, only available to the contributors of the finish, displaying the 
aforementioned statistics, and in addition, the amount of Positive and 
Negative ratings as well as Ask Me Later votes accompanied by a 
lifetime graph of votes and views. 
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Creation Process 
Promotional 


Advertising submissions is not a necessity - there is no direct 
correlation between the effort put into promoting a finish and finish 
approval. Despite this, promotional material is an important pillar of 
design that allows finishes to stand out on the Workshop. Artists should 
prioritize showing the finish as it is in-game for valid judgement, and 
should: 


../NClude the default first person view. 
Valve values finishes with design features that compliment the finish 
when held in the default view. 


../NClude in-game shots. 

Although artists can choose to primarily feature Workbench screenshots, 
the lack of options and a presence of subpar lighting make in-game 
screenshots a more attractive option. There are no official ways of 
acquiring in-game shots. 


../NClude artboards and inspiration. 

Giving Valve and the community a look into sources of inspiration gives 
the finish a sense of character and helps elevate the design as well as 
separate it from others. 


sed eannarted in Counter-Strike: Global | 
fe like to see this item officially accepted and supported in Counte 

MEY = Lic pL IRE i El ait - ra 

MASASI. your 


FINISH SHOWCASE T 

Showcasing a finish in the best 
way possible allows the approval 
team to review the finish as best as 
possible. 
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On the other hand, the are a variety of things to avoid when promoting a 
finish. Artists should not: 


only include the thumbnail as media. 
A single, low-quality image of the finish does not help the approval team 
Judge its compatibility with the game. 


only use renders of the finish for promotion. 

Although renders are a great way of visualizing the entirety of a finish and 
gathering unique visitors, they are not representative of the final product 
as it appears in-game. Artists should preferably ensure the majority of 
screenshots are either from the Workbench or in-game. 


...eave Workbench shots uncropped. 

Uncropped Workbench shots featuring the entire window give off the 
impression that an artist does not care for the display of the finish. It is 
generally considered unprofessional to leave such shots uncropped. 


..over-edit screenshots. 

The most important part of promotional material is featuring the finish. 
Over-editing screenshots by significantly altering contrast, brightness or 
adding tints, effects and filters should be avoided at all times. 


..USe backgrounds that do not fit. 

Artists should typically avoid using backgrounds that are images, whether 
personally owned or from the internet. In addition, backgrounds with a 
significant amount of detail or with similar colors to the finish cause the 
finish to blend in. Simpler backgrounds are therefore preferred for the 
showcase of a finish. 
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Creation Process 
Approval 


V OFFICIAL CONTENT | Contributors of a finish are typically notified of an approved submission 

PE hae pcan Haa aa over email immediately when a case is released. There are generally no 

feature a green check mark. signs of approval prior to this point, with the only real exception being 
requests from Valve to the contributors to alter design features of the 
finish. Once approved, contributors receive a special type of key - a 


Prototype Case Key for the case their finish is included in. 


As previously mentioned, changes made to the finish over the 
Workshop page do not translate in-game. Artists are implored to take 
contact with Valve should they wish to, among other things, make small 
alterations or corrections to the diffuse, color texture or normal map. 









All 


Official Conteni 


Your Voting Queue 


Your Favorles 





AK-47 - Anubis (Egyptian Col.. 


Friends’ Favonies 





j Fuul 
= Fiğ 
Freng 


What makes the Workshop 


styles so unique? 


Community is one of the most integral 
pillars of the Counter-Strike franchise. 
Ever since the creation of the Counter- 
Strike mod for the original Half-Life in 
1999, members of the community have 
been creating free and paid content for 
the series, whether gameplay additions, 
modifications, videos or cosmetics. 
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Community 
Common Styles 


> PEAK 2019 - 2020 
AK-47 | The Empress 
M4A1-S | Player Two 
SSG-08 | Fever Dream 


> PEAK 2014 - 2015 

The Bloodsport series 

The Elite Build series 

The Mecha Industries series 


> PEAK 2013 - 2014 
M4A1°S | Flashback 
UMP-45 | Riot 
SG 553 | Atlas 


> PEAK 2015 - 2016 
AK-47 | Neon Rider 
Five-SeveN | Retrobution 
M249 | Nebula Crusader 


-> PEAK 2016 - 2017 

MAG-7 | SWAG-7 

Sawed-Off | Wasteland Princess 
SG 553 | Tiger Moth 


> PEAK 2019 - 2020 
MP7 | Neon Ply 
UMP-45 | Plastique 
XM1014 | Entombed 


> PEAK 2014 - 2015 
M4A4 | Asiimov 

Ak-47 | Point Disarray 
M4A1-S | Leaded Glass 


-> PEAK 2014 - 2016 

Ak-47 | Cartel 

Dual Berettas | Royal Consorts 
M4A4 | Royal Paladin 


> PEAK 2019 - 2020 
MAC-10 | Pipe Down 
MP5-SD | Gauss 
SSG-08 | Big Iron 


Community 


The Workshop Is home to a variety of styles that have changed and 
peaked throughout the years, with some being more common than 
others. These styles include, but are not limited to: 


Illustrative & sketched 
Illustrative & sketched finishes feature illustrations for the most part. 
These are typically of a subject, wildlife and nature, graffiti or similar. 


Consumerist & industrial 
Consumerist and industrial finishes typically feature or base themselves 
off fictitious companies, branding and the industrial chic. 


Militaristic 
Militaristic finishes are often inspired by real-life camouflage or paint. i e 
These finishes are occasionally consumerist or industrial in nature. À 


Retrograde 
Retrograde, or retro finishes are inspired by older styles, commonly used 
before the 90's, with many being illustrative in style. 


Customized 
Customized finishes resemble real-life alterations and paints of weapons. 
These finishes are often flat in style and overlap with sketched finishes. 


Stylized 
Stylized finishes are practical redesigns of weapons, often in essence 
customized finishes less capable of existing in real life. 


Abstract 
Abstract finishes include shapes and patterns that do not necessarily 
communicate a direct or practical visual. 


Engraved 
Engraved finishes feature engravings typically accompanied by a normal 
map for added depth. 


Modul MILITARISTIC 
oauiar N l l S | z à SG 553 | Atlas by Centauri 
Modular finishes are often industrial or sci-fi in nature. They are designed | 4, ae 


to appear robust and mechanical. 
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MODULAR 
MaA1-S | Control Panel by Millenia 


STYLIZED 
UMP-45 | Plastique by Graff 


0 Ss awelilcontainment Breach by 


BR it 
CONSUMERIST(@IINDUSTRIAL 
AYAN Buzz Kill by DasDas 
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ENGRAVED 
Dual Berettas | Royal Consorts by Teo 


ABSTRACT 


£ K-47 | Asiimov by Coridium © 
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Workshop Socials 


Community 


Community 
Public Resources 


There are avariety of resources and tools developed by community 
members at artists’ disposals. Some of these include: 


the Counter-Strike: Global Offensive Workshop subreddit 
a subreddit for weapon skin and sticker design feedback, discussions 
and creation process assistance. 


the Counter-Strike: Global Offensive Trading subreddit 
a subredait for CS:GO item trading. Useful for selling and trading items, 
questions about trading and trading discussions. 


CS: GO Stash 
a resource for browsing all skins, stickers and collections. Large database 
featuring a limited amount of details on every weapon finish. 


Frostbite’s Skin Loader 
software used to simplify in-game testing of finishes. 


Coridium’s YouTube tutorials 
series of videos explaining certain aspects of finish creation process. 


Hollandje’s YouTube tutorials 
series of videos detailing aspects of the finish creation process. 


VTFEdit 
software used to convert TGA files to VTF for usage in-game. 


GCFScape 
software used to extract CS:GO game files. 
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Community 
Community Interviews 


The Workshop is home to many artists with various backgrounds, styles 
and ideas. Included are full-length interviews with eight approved artists 
featured in avariety of cases and collections in CS:GO on their work 
and their thoughts on certain elements of skin creation. 


INTERVIEW LIST 


Hollandje 
Frostbite 
2Minds 
Hoxton 


SLIMEface 


Ezikyl 


Millenia 


Puffin 
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SKIN CREATOR INTERVIEW 





Hollandje 


Julien Heesterman 


APPROVED CONTRIBUTIONS 
P2000 | Oceanic 

Desert Eagle | Oxide Blaze 
MAC-10 | Oceanic 

XM1014 | Oxide Blaze 
Glock-18 Oxide Blaze 


DEBUT 
17th of May 2014 


Community İnterviews 


FULL LENGTH INTERVIEW 
JULY 29TH 2020 


Q Who are you? How would you describe yourself and what you do? 


HOLLANDJE My name is Julien Heesterman. | go by the nickname Hollandje on Steam. | 
would describe myself as a passionate designer who is trying to figure out his way in the 
world of game development and what I want my role to be in said world. | am currently 
studying for a bachelor in UX design because I felt like it would be a nice broad starting 
point, and that it would give me some time to develop myself as a 2D/3D artist. On the 
side | make weapon finishes for CS:GO, and I’ve dabbled in making a map for CS:GO back 
in 2017. 


Q How did you discover the CS: GO Workshop? Do you play CS:GO? 


HOLLANDJE | discovered the Workshop because of an old friend I played Garry's Mod 
with a couple of years prior. He told me about the Workshop, and I immediately really 
liked that there was an Official section for players to upload their creations. Having 
come from making custom dog tags for Battlefield 3 and Battlefield 4, it was a welcome 
change to have something like that officially supported by a developer. At the time, | did 
play a lot of CS:GO, but the Workshop definitely made me play more and fall in love with 
the game. Nowadays, | do play a lot less due to the time I have to spend on my degree, 
but every time! do have the chance to play, it’s a blast. 


Q What was the creation process for your approved finishes like? 


HOLLANDJE The creation process for the Oceanics were quite simple compared to the 
Oxide Blazes. | had already made the pattern in a Patina finish, but started playing 
around with the Anodized Multicolored and Hydrographic finishes with their Paint by 
Color system. | just quickly added a gradient to the whole pattern - including the black 
stroke surrounding the shape - yuck, and played with that in the Workbench. After I had 
uploaded all the variants, | left the “Amoeba” pattern and moved onto different projects. 
However, a month later | realized I forgot to upload one variant; the P2000 Oceanic. Lo 
and behold, half a year later, that one was featured in the Chroma 3 case. 


As for Oxide Blaze, the idea started out with a rusty finish with anarchistic paint. With 
my first weapon finish there were actually no flames featured on the design. When 

I made the P250, | thought it could be cool to have flames on the weapon, because | 
thought the P250 Splash had a cool design. When I uploaded the P250, I got a really 
good response from the community, so | decided to paint the same design on the Desert 
Eagle. Over time | perfected the paint look, and that’s why the XM1014 looks a lot better 
in my eyes. | still really hope the UMP-45 Oxide Blaze or Sawed-Off Oxidized would be 
introduced in a future case because I really like how those finishes turned out, but one 
can only wait and see what Valve is looking for. 


Q CS:GO launched in 2012 and runs on the Source engine. In your opinion, do Source 
engine limitations breed creativity, or are they simply a thorn in an artist’s side? 


HOLLANDJE It is pretty obvious that having an old engine limits the artists in what they 
can and can not do. However, a thing I love so much about it is that people get super 
creative and figure out ways to implement next-gen graphics in such an old engine. 
Amazing 3D looking finishes with and without perspective baking are a perfect example 
of the creative angles people take on making their weapons stand out. Whenever 

| see people complain about the UV sheets having errors in them, | understand the 
frustration, and I do share that same frustration. But at the same time, | realize that 
these little errors also open the door for people to come up with creative solutions and 
make it work regardless. It is a bit of a double-edged sword, but I think a lot of good has 
come from the technical limitations the system has. 
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Q Do you have any opinions, comments or retrospectives in terms of the history of the 
Workshop regarding the community, popular styles, etc.? 


HOLLANDJE | sometimes think back to the way the Workshop was back in 2014 and 
2015, and remember how much of a mess it was when it was sorted by the most popular 
finishes of the week. It resulted in the same creators at the top, and it was really hard 
for new designers to stand out. When they changed it to the most popular of the day, I 
was upset at first, but now realize how much better that is to give everyone a chance to 
stand out. 


l also realize how the Workshop went through different phases in terms of styles and 
quality. When you look back ona lot of finishes from 2014 to 2015, you realize how much 
people have developed their artistic skills over time. Nowadays one adds 3D baking, 
normal mapping, perhaps a soft light bake, and more to stand out. The workshoppers 
have developed themselves so much over the last 7 years, and with that, the learning 
curve has just gotten steeper and steeper. 


Q What do you think about Workshop community accessibility? Is it harder for 
newcomers to start contributing? 


HOLLANDJE It has definitely gotten a lot more difficult for newcomers to contribute to 
the Workshop. While | feel like there are a lot more tutorials and guides nowadays on 
how to get started, the quality one is expected to deliver has gotten alot higher. There is 
a lot more to creating a weapon finish nowadays than just having an original idea. It also 
requires quite a lot of skill which newcomers generally lack. For this reason, I started 
making my own tutorials so people can get over the first hurdle of the technicalities of 
the Workshop. | hope this makes the learning curve a little less steep. 


Q Do you have any suggestions for the development teams of CS:GO and Steam in terms 
of improving or changing Workshop, skins and Workbench integration? 


HOLLANDJE Some tips | would give would be a way for us to test our skins out in-game 
through an integrated feature. It is quite annoying to edit the items_game.txt file to get 
your own skin in the game. Especially now, with them using trusted mode and the recent 
changes to sv_pure, even though it is unaffected by it, it becomes harder to see what 
your skin looks like in a game scenario. Having the option to test it in-game would bea 
nice feature. 


Aside from that, welcome changes would be normal maps for patterns that also change 
with the random offsets, little updates to the AO so users can get rid of all parts of the 
AO if they wanted to, and perhaps specular maps for Custom Paint Job finishes. | don’t 
necessarily think they need to start supporting height, roughness and metallic maps, 
as this would only increase the file size of the game and make it more straining on 
hardware to run the game. 


Q Is there anything you would like to mention, discuss or make note of? 


HOLLANDJE | just want to say that I am honored to write my thoughts for this book 

and hope that my answers have given some nice insights and showed my view on the 
workshop. | am proud to have some of my community created content featured ina 
game like CS:GO and it has been a life changing experience for me for sure. | have made 
many friends through the workshop and it has only fueled my passion to become a 
better artist and hopefully land a job as an artist in the video-game industry. A big 
thanks to Valve for this opportunity to create artwork for a game! love, and a big thanks 
to you for allowing me to express my thoughts on the workshop. I am really grateful for 
the opportunity. 
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Frostbite 
Matt 


APPROVED FINISHES 
MP9 | Hydra 


DEBUT 
27th of October 2013 


Community İnterviews 


FULL LENGTH INTERVIEW 
JULY 29TH 2020 


Q Who are you? How would you describe yourself and what you do? 


FROSTBITE I’m Matt, known on Steam as Frostbite (soon re-branding to Glowmoth). "ma 
full time software engineer for an insurance company, and I make skins whenever I can 
in my free time. 


Q How did you discover the CS:GO Workshop? Do you play CS:GO? 


FROSTBITE | played CS:GO with my friends back in 2013, and got into skin making almost 
as soon as Valve announced the CS:GO Workshop. | always spend way too much time in 
customization menus in games, and I think that the Steam Workshop is naturally the 
next level of that. 


Q For how long have you been creating finishes for CS:GO? 


FROSTBITE My first workshop submission was back in October 2013, so almost 7 years 
now. 


Q Do you have any approved finishes in-game? 


FROSTBITE Yes, | have the MPg Hydra in the CS20 case. Hydra was created for the 
Counter-Strike 20th anniversary case, so | took inspiration from the coins/badges that 
Valve added into the game. I firstly made a mock-up of the skin in Photoshop which had 
multiple iterations of feedback and development. | then went into 3DCoat, and mapped 
out the details for the different layers, and processed them all through Photoshop to 
create height maps and masks. I then imported them all into Substance Painter, and put 
the materials together to create the finished product. Before CS20 I had never touched 
Substance Painter - the competition sort of lit the fire under me that encouraged me to 
learn it. 


Q CS:GO launched in 2012 and runs on the Source engine. In your opinion, do Source 
engine limitations breed creativity, or are they simply a thorn in an artist’s side? 


FROSTBITE For me personally the limitations have generally worked in my favor. I didn’t 
have a background in game art before | got into the Steam Workshop. Working with 
only the diffuse layer for so many years taught me how to fake depth with highlights 
and shadows, and then when Valve added normal maps into the game I was forced to 
learn them to keep up with the competition. I’ve also done some work with the Rust 
Workshop which has very few limitations, so at this point, if Valve decide to add the rest 
of the PBR layers into the Workshop, VIl be prepared and will be able to keep up with 
the competition. | feel like if the full PBR workflow was supported from day one, the 
overwhelming amount of knowledge needed would have probably put me off learning. 
Now I'm always looking to learn new things to keep up with the stronger artists on the 
workshop. 3D modeling is next on the table. 


Q Do you have any opinions, comments or retrospectives in terms of the history of the 
Workshop regarding the community, popular styles, etc.? 


FROSTBITE | definitely feel like Valve has opened up in the recent years to being more 
lenient in the sort of things they accept which is great as there are a lot of creative ideas 
on the Workshop that might get overlooked. For example, the Mac-10 Pipe Down would 
never have been accepted back in 2013. Quality of skins at the moment is definitely at 
an all-time high; at this point | don’t think the quality of skins submitted can go any 
higher until valve opens up more creative freedom on their end, like new models, higher 
resolution UV maps or more PBR options. If you want to see the power creep of skin 
quality you only have to compare the quality of mil-spec items over the years. Some of 
the newer low tier skins could have been covert items a few years ago. 


Q What do you think about Workshop community accessibility? Is it harder 
for newcomers to start contributing? 


FROSTBITE It depends on what you mean by newcomer. People experienced in the field 
who are willing to take the time to learn CS:GO’s intricacies often make a big splash and 
are quite successful. Starting from scratch is much, much harder. In 2013 you could get 
away with messing about on Photoshop and throwing some filters onto it. Nowadays, 
you either have to be at a professional artist level to get your work considered. Knowing 
how to use substance painter is almost a baseline requirement, unless you are extremely 
talented in producing 2D art, like 2Minds or Baddrock. 


Q Do you have any suggestions for the development teams of CS:GO and Steam in terms 
of improving or changing Workshop, skins and Workbench integration? 


FROSTBITE | would love to work on an updated set of weapon OBJ files. Some of the 
flaws in the base models become immediately evident when you start to get into the 
nitty-gritty with them. A lot of the geometry issues show up when you try to pull them 
into a PBR workflow, like smart materials not applying correctly or certain weapons like 
the SCAR-20 having texel density issues. One way this could be implemented without 
breaking the huge rota of skins already in the game is to keep old models in-game and 
allow the artist to select which model they wish to texture. The only issue | see with this, 
is invalidating years of older skins that use the old models. 
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2Minds 
Luiza McAllister 
Thiago Lehmann 


APPROVED FINISHES 
AK-47 | The Empress 
AWP | Mortis 

M4A4 | The Emperor 
MAC-10 | Stalker 
Glock-18 | Bullet Queen 
MAG-7 | Justice 

M4A4 | Tooth Fairy* 


DEBUT 
26th of April 2017 


*post-interview 


Community İnterviews 


FULL LENGTH INTERVIEW 
JULY 29TH 2020 


Q Who are you? How would you describe yourself and what you do? 


2MINDS We are 2Minds Studio - Luiza McAllister and Thiago Lehmann, two illustrators 
working together since 2010, creating art for games, advertising and comics. 


Q How did you discover the CS: GO Workshop? Do you play CS:GO? 


2MINDS A couple of friends showed us how the Workshop worked and suggested that 
we tried it out with them. We were already working as illustrators for years, but had 
never tried designing skins for weapons; a new challenge we loved to try. We don’t play 
nowadays, only in the past. Now, we just watch the pros in championships. 


Q For how long have you been creating finishes for CS: GO? 


2MINDS Since the beginning of 2017. 


Q Do you have any approved finishes in-game? 


2MINDS Yes! We have The Empress, Mortis, The Emperor, Stalker, Justice and Bullet 
Queen -also the sticker capsule Feral Predators, and the Too Old for This solo sticker in 
the CS20 capsule. All of those were made with illustrations in Photoshop that were later 
applied on the 3D models with 3DCoat and Substance Painter. 


Q CS:GO launched in 2012 and runs on the Source engine. In your opinion, do Source 
engine limitations breed creativity, or are they simply a thorn in an artist’s side? 


2MINDS We can't say it’s always an easy path to the final result as we expected in our 
concepts, but the limitations we have to work with definitely made us resort to more 
creative solutions to achieve good results. It’s frustrating, but also a really rewarding 
challenge. 


Q Do you have any opinions, comments or retrospectives in terms of the history of the 
Workshop regarding the community, popular styles, etc.? 


2MINDS Since we started, we’ve seen Valve change a lot of their art direction style 
towards more colorful and detailed skins, at least in our personal experience. It’s 
really nice to be a part of this and to see all the amazing arts people are creating on 
the Workshop. It’s also really good to see that there’s a place for all kinds of styles 
like illustrated skins, full 3D, clean design, muted tones, super acid colors, etc. Really 
inspiring. 


Q What do you think about Workshop community accessibility? Is it harder for 
newcomers to start contributing? 


2MINDS We get the feeling that most players do not know what the Workshop is, 
especially for weapon skins. Reddit communities are well informed about the voting 
system, but our interaction with other communities (like huge Facebook groups) 
demonstrated that most players had never heard of the system and still have a hard 
time navigating and voting for skins they like. It would be nice to have a featured space 
in CS:GO, whether in-game or on the library page like before, so the average player could 
access and interact with this content. 


Q Do you have any suggestions for the development teams of CS:GO and Steam in terms 
of improving or changing Workshop, skins and Workbench integration? 


2MINDS Yes! It’d be amazing to be able to test skins directly in-game without the need 
of editing game files. Being able to check how they look ina real simulation and tweak 
some details live is the best way to guarantee that our project will have the final quality 
were looking for. Better tools will allow us to reach better results. Also, toning down the 
super bright direct light we have in the Workbench would be a huge improvement. 


Q Is there anything you would like to mention, discuss or make note of? 


2MINDS Working with CS:GO skins is an amazing experience and we're trying to push 
the boundaries of mixing illustration in to the weapon designs with every new project 
we work on. Unfortunately, the tools at our disposal feel very limited at times and most 
artists need to dig their way through the game files and Steam page limitations to be 
able to achieve good results. From the uploading system to gallery display options and 
GIF size limitations, there are a lot of things we constantly need to avoid or work around 
to achieve the results we consider optimal, especially when it comes to reaching the 
playerbase to show them what we’re working on. We’d love to hear more from the devs 
and understand if there are changes coming to the platform or what to expect from this 
set of tools in the future. 
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Hoxton 


APPROVED FINISHES 
Pgo | Shallow Grave 
SSG 08 | Fever Dream 
Negev | Ultralight* 


DEBUT 
24th of October 2013 


*post-interview 


Community İnterviews 


FULL LENGTH INTERVIEW 
JULY 29TH 2020 


Q Who are you? How would you describe yourself and what you do? 


HOXTON I’m Hoxton. I’m from Scotland, and I recently finished with 
university. Since then, I’ve been working full-time on Workshop content. 


Q How did you discover the CS: GO Workshop? Do you play CS:GO? 


HOXTON | used to play Source with my friends, so we all bought CS:GO as soonas it 
was released. It felt like a very different game than Source, sol wasn’t too interested in 
playing much. | became much more interested when the Arms Deal update launched, 
and I was very fascinated by the Workshop. 


Q For how long have you been creating finishes for CS: GO? 


HOXTON The first night the Arms Deal update dropped, | was on the Workbench trying 
things out and learning how to make skins. They weren't good skins, but I really enjoyed 
it. 


Q Do you have any approved finishes in-game? 


HOXTON "ve only had one finish of my own accepted for CS:GO so far: The Pgo Shallow 
Grave. | made it over 3 days back in 2016, and by this point I'd almost lost hope for 
getting a skin in-game. | really didn’t expect it to get in. Recently, a skin I collaborated 

on (the SSG 08 Fever Dream), was shipped in a case which was a very nice surprise. That's 
a skin I did around the same time as the Shallow Grave. Aside from skins, I’ve got a few 
stickers in game. 


Q CS:GO launched in 2012 and runs on the Source engine. In your opinion, do Source 
engine limitations breed creativity, or are they simply a thorn in an artist’s side? 


HOXTON It might just be that I’m so used to the limitations, but I find that you're forced 
to work more creatively in CS:GO than other games that have PBR texturing. We only get 
the diffuse and normals and have to make the most of it. 


Q Do you have any opinions, comments or retrospectives in terms of the history of the 
Workshop regarding the community, popular styles, etc.? 


HOXTON l’m always impressed by the constantly rising quality of submissions. The 
standard of work from 2015 compared to 2020 is night and day. 


Q What do you think about Workshop community accessibility? Is it harder 
for newcomers to start contributing? 


HOXTON It was definitely easier to get started back when the Workshop had just begun. 
As | said, the quality bar has risen, and Valve seem to accepting work from mainly 
established creators aside from 1 or 2 spaces per case - but it’s not impossible to get 
started these days. 


Q Do you have any suggestions for the development teams of CS:GO and Steam in terms 
of improving or changing Workshop, skins and Workbench integration? 


HOXTON An updated workbench with a quick way to test a skin in-game would be nice. 
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SLIMEface 


APPROVED FINISHES 
G3SG1 | Murky 

FAMAS | Neural Net 

P250 | Wingshot 

Dual Berettas | Ventilators 
SCAR-20 | Bloodsport 

SG 553 | Aerial 

G3SG1 | Ventilator 

AK-47 | Bloodsport 

Dual Berettas | Cobra Strike 
Galil AR | Sugar Rush 

MP7 | Bloodsport 

G3SG1 | High Seas 

P250 | Verdigris 

MP5-SD | Acid Wash 


DEBUT 
7th of August 2014 


Community İnterviews 


FULL LENGTH INTERVIEW 
AUGUST 2ND 2020 


Q Who are you? How would you describe yourself and what you do? 


SLIMEFACE !’m SLIMEface. I live in Wales, and make cosmetics for the Steam Workshop. 


Q How did you discover the CS: GO Workshop? Do you play CS:GO? 


SLIMEFACE | have known about the Steam Workshop since the Team Fortress 2 one, but 
always felt | was too late to the game. I was playing a lot of DOTA with a friend during 
my first and second years of university - I thought: I should give the Workshop a shot, as 
graduation and bills were looming, and I had success there. After inevitably falling out 
with my friend in DOTA, the friendship destroyer, we turned to CS:GO as a more casual 
game, with rapidly rising competition in the DOTA Workshop and getting a CS:GO skin 
shipped pretty fast after my first foray, | shifted most of my efforts towards CS:GO. 


Q For how long have you been creating finishes for CS: GO? 


SLIMEFACE | have been making skins for CS:GO since 2014! Time flies when you’re making 
skins... 


Q Do you have any approved finishes in-game? 


SLIMEFACE Yes! | have a bunch of finishes, but only a few that people remember: The 
AK-47, MP7 and SCAR20 Bloodsport finishes, followed by the G3SG1 High Seas and P250 
Wingshot being somewhat popular. "ve also had the Negev Dazzle, G3SG1 Murky, FAMAS 
Neural Net, Dual Berettas Cobra Strike, Galil AR Sugar Rush, SG553 Aerial, P250 Verdigris, 
Dual Berettas and G3SG1 Ventilators and the Acid Wash MP5 shipped. In addition, some 
stickers: the Terrorized sticker, the CS20 Boost sticker, the Flickshot sticker and the 
Teammates sticker. The process for most of these involves trying to not rush too much 
and start on the shiny new idea I just had. 


Q CS:GO launched in 2012 and runs on the Source engine. In your opinion, do Source 
engine limitations breed creativity, or are they simply a thorn in an artist’s side? 


SLIMEFACE | think most of the limitations breed creativity and sort of act as a hard 
ceiling for the skill cap, giving less technically proficient artists a chance for approval on 
the strengths of their unique ideas. 


Q Do you have any opinions, comments or retrospectives in terms of the history of the 
Workshop regarding the community, popular styles, etc.? 


SLIMEFACE Most Workshops seem to bea bit of an arms race with ever increasing quality 
and flashiness of designs as it becomes more realistic for creators to pour more effort 
into raising the bar. As people ship more designs they are more likely to go raise their 
caliber and output. 


I’m sure its not just me who quite often thinks how great it would be to go back to the 
start of the CS:GO Workshop with my current skill set! 
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Q What do you think about Workshop community accessibility? Is it harder 
for newcomers to start contributing? 


SLIMEFACE | think it’s a bit harder for newcomers, since the case release schedule seems 
to have slowed down a bit. | also feel that approaching such a developed Workshop is 
intimidating, similar to how I felt when looking at TF2. 

On the other hand, there seem to be a lot more guides and learning resources available. 
Q Do you have any suggestions for the development teams of CS:GO and Steam in terms 
of improving or changing Workshop, skins and Workbench integration? 

SLIMEFACE A batch uploader for pattern skins would be awesome. In addition, the 
removal of the “I Understand” box - or maybe make it so you only have to type it the first 
100 times. 


Q Is there anything you would like to mention, discuss or make note of? 


SLIMEFACE Nothing else much to add - just thanks a lot to valve for supporting so many 
people through the Workshop! 
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Ezikyl 
Finley Murphy 


APPROVED FINISHES 
FAMAS | Commemoration 
P200 | Imperial 
MP7 | Armor Core 


DEBUT 
gth of July 2014 


Community İnterviews 


FULL LENGTH INTERVIEW 
AUGUST 5TH 2020 


Q Who are you? How would you describe yourself and what you do? 


EZIKYL My name is Finley Murphy, though online I go by the handle Ezikyl. I live in 

New Zealand, and l am a 3D and Technical artist. "ve been interested in the visual arts, 
particularly the art of movies and games, as well as graphic design for a while now, and I 
want to keep expanding my art skills to be levels. 


Q How did you discover the CS: GO Workshop? Do you play CS:GO? 


EZIKYL | discovered the Steam Workshop while I was in my last years of high school. | 
was interested in first person shooters throughout my time in early high school, and 
ended up playing a lot of TF2, before eventually picking up CS:GO when I got anew PC. I 
knew that TF2 had its own Workshop for hats and weapons, but it required 3D modeling, 
which I didn’t get around to learning much later. However, CS had a workshop where all 
you needed was an image editor to create textures for the existing 3D models of guns 

in Counter-Strike, which I thought was something I could learn to do. At the time! was 
playing a lot of CS:GO, and I was inspired by the designs in the game. Nowadays | find I 
don’t play so much CS, as a full time job eats up most of my time, but I’m occasionally 
active in the Workshop and try to keep up to date with the game and the community. 


Q For how long have you been creating finishes for CS: GO? 


EZIKYL I’ve been making them since 2015, as it was around then that l’d gotten my first 
computer. Since then I’ve released a lot of skins, though not nearly as many as some 
people I know. 


Q Do you have any approved finishes in-game? 


EZIKYL | have three! 


Q What was the creation process for your approved finishes like? 


EZIKYL For the Armor Core, | wanted to design a clean, corporate, and slightly futuristic 
finish. | combined a brushed steel material with modern and minimalist design. It is 
actually one of a series: The first one | made was the Desert Eagle Ultramodern, which 
was the original name I was using - though the name Valve chose has grown on mea 
little. 


The P2000 Imperial was a different style, using a braided design. I made it using vector 
paths in Photoshop. | made it in my first year of uni: In fact for at least part of the time 
I was making it | was in our lecture studio. Using the Anodized Multicolored style | was 
able to make three colour variants very quickly, and the red one was chosen by Valve. 


The FAMAS Commemoration is the most recent of my accepted finishes, created for 

the 20th Anniversary of the Counter-Strike series. | spent most of the initial weeks 

just thinking through my idea. | felt like | would have an edge over the competition 

if! commemorated the teamwork and community that has kept it going for 20 years. 

I settled for an engraved finish style to fit the theme of commemoration, as there 

have been a lot of guns in real life that are engraved to commemorate events and 
anniversaries. For this design, | used an unusual new workflow: not just 3D modeling, 
but also using Substance Designer instead of Substance Painter for most of the texturing 
process. By using SD I had the most granular control over the whole material. 
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Q CS:GO launched in 2012 and runs on the Source engine. In your opinion, do Source 
engine limitations breed creativity, or are they simply a thorn in an artist’s side? 


EZIKYL | have certainly been frustrated in the past by the way that skins have been 
implemented - in particular, the text that gets baked into the side of the guns sometimes 
is very frustrating to design around. However, | also think that these sort of things 

can force a designer to work a lot more creatively: The shapes of the guns themselves 
already create a design constraint which a lot of workshoppers have found some very 
creative workarounds for. I think the best artists work to consider the shape of the 
weapon and it’s various features, as parts that can be made to contribute to the overall 
look and feel of the design. 


Q Do you have any opinions, comments or retrospectives in terms of the history of the 
Workshop regarding the community, popular styles, etc.? 


EZIKYL Vm glad that I started making things for the Counter-Strike Workshop. Through 
the Workshop I’ve found a place for self expression, a way tolearn new skills, and meta 
lot of like-minded people that | can bounce ideas off who I would consider good friends. 
I find that by and large people are happy to talk about their work, provide feedback and 
help each other improve. It’s interesting how people from other Workshops have also 
found their way to CS:GO, which means that styles and design ideas from other games’ 
Workshops, particularly TF2 and DOTA 2, also come in. 


Q What do you think about Workshop community accessibility? Is it harder 
for newcomers to start contributing? 


EZIKYL | certainly think that | was lucky to get into the workshop when I did, because 
nowadays the bar has been raised so high. It’s been quite fascinating watching as 
people’s workflows become more professional and the amount of time invested 

into each design increases. A lot of workshoppers from five years ago are becoming 
professionals, while more professionals have heard of the workshop now and are trying 
out making skins for CS. Not only do newcomers have to figure out the often confusing 
skin system, but they have to catch up on several years worth of design trends, and 
compete against people who have now been doing this since 2014. 


Q Do you have any suggestions for the development teams of CS:GO and Steam in terms 
of improving or changing Workshop, skins and Workbench integration? 


EZIKYL For skin implementation, I think the thing that would help CS:GO workshoppers 
most would be allowing for more options in the Workbench. Getting to add normal 
maps to our finishes was a leap forward in skin quality 3 years ago, so more options 

and variables to incorporate would mean more interesting designs. Currently the main 
problem I have with the Workbench system is the low resolution text that gets baked 
into the gun: sometimes it’s possible to compensate for it, but often it’s too dark to get 
rid of. Otherwise I’m more interested in having granular control of the whole appearance 
of the gun, with things like control over which parts are rendered as metallic in the 
Gunsmith finish style. 


Q Is there anything you would like to mention, discuss or make note of? 


EZIKYL | guess | want to shout out the others who frequent the same workshopper 
Discord I do! Cheers for hanging out and letting me bounce my ideas off you, and for 
letting me see your own designs at various stages of the design process. It’s fascinating 
to get insight into other people’s workflows, particularly in this niche field. 
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Millenia 
Hans 


APPROVED FINISHES 
SSG-08 | Big Iron 
MP5-SD | Gauss 

M4A1-S | Control Panel* 
Tec-9 | Remote Control* 


DEBUT 
29th of August 2015 


*in collaboration with Valve 


Community İnterviews 


FULL LENGTH INTERVIEW 
AUGUST 5TH 2020 


Q Who are you? How would you describe yourself and what you do? 


MILLENIA Hey - I’m Hans, or more often known as Millenia, I’ve been doing game art 
since 2004, professionally since 2012! I’m particularly specialized in hard-surface and 
tech art and this is well reflected in my Workshop submissions. 


Q How did you discover the CS: GO Workshop? Do you play CS:GO? 


MILLENIA! actually got my start as a 3d artist by doing custom gun skins for CS 1.6, so l’m 
well into the whole CS skins scene long before CS:GO was a thing! | didn’t end up getting 
on the CS:GO Workshop itself until 2015 due to focusing on my professional work, but I 
also released some custom model replacers for CS:GO before the Workshop launched. | 
do still play the game casually but not nearly as much as in my youth - | haven’t played 
ranked since the beta days when I was still able to school most players in the game! Now 
I just get demolished a lot of the time unless I’m having a great match. 


Q For how long have you been creating finishes for CS: GO? 


MILLENIA Summer of 2015 for the Workshop - I actually started playing with custom 
content for CS:GO before the game’s launch as I had a beta key via Gamebanana. Good 
times! 


Q Do you have any approved finishes in-game? 


MILLENIA The SSG-08 “Big Iron”, the M4A4 “Battlestar” the Desert Eagle “Directive” (a 
collaboration with Primrose), the MP5-SD “Gauss” and the Tec-9 “Remote Control” & the 
M4A1-S “Control Panel”. The latter two were contract work for Valve for the 2018 Nuke 
collection! 


Q What was the creation process for your approved finishes like? 


MILENNIA The SSG-08 and Desert Eagle were primarily done in 3ds Max, utilizing normal 
maps to create all the textures, even if the Workshop didn’t support normal maps back 
then. The M4A4 was mostly Quixel Suite, and the MP5-SD uses my latest technique - fully 
custom CAD model made in Fusion 360. The Tec-9 and M4A1-S for Valve were a mix of 3ds 
Max and ZBrush for speed and quality. The latter three use Substance Painter instead 

of Quixel DDO for the textures, and feature more complex baked lighting as well as 
generally nicer normal map response. 


Q CS:GO launched in 2012 and runs on the Source engine. In your opinion, do Source 
engine limitations breed creativity, or are they simply a thorn in an artist’s side? 


MILLENIA To a degree - most certainly we utilize quirky techniques like forced 
perspective to create “fake 3D” skins, but we could just as well be doing that if we could 
use custom models that stick to Valve’s original silhouette closely enough to maintain 
salience. While these limitations do indeed spark many a creative solution, there 

are also certainly many facets of the Workbench and shaders that l’d like to see the 
frustration taken out of. Ability to disable masks for the patina effect or the AO would go 
a long way... 
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Q Do you have any opinions, comments or retrospectives in terms of the history of the 
Workshop regarding the community, popular styles, etc.? 


MILLENIA! do love the opportunity and the community inclusion compared to how 
insular the pre-Workshop community was from Valve, but at the same time! do also wish 
we had more communication from them. | got my first skin in rather soon after jumping 
on the Workshop, as Valve provided the weapons and desired tiers for their skins in the 
upcoming case, which made it far easier to target a specific look. | also worked a lot 
better personally on the contract pieces I did for them as I had an actual brief to work off 
of, as well as dialogue with actual Valve developers regarding my artwork. 


Q What do you think about Workshop community accessibility? Is it harder 
for newcomers to start contributing? 


MILLENIA In some ways - the Workbench can be rather easy to get quick results out of, 
but to get pretty results out of it, now that’s the challenge. Facets like being able to test 
your skin actually in the game require editing game files in a way that makes you unable 
to play online while reverting the changes, so this will most certainly put people off 
testing their skins in game or even perhaps the process altogether. That and the general 
lack of community and developer interaction outside of the guides Valve has provided 
us with. It can also be hard to get noticed with how saturated the Workshop is, and 
Valve’s general preference to stick to previously accepted artists though they do buck 
this trend every now and then as seen with the Fracture case. 


Q Do you have any suggestions for the development teams of CS:GO and Steam in terms 
of improving or changing Workshop, skins and Workbench integration? 


MILLENIA I'd like to see more talk about deadlines and future case contests like the 
Shadow case - these don’t need to be hard guidelines, but us knowing anything at all is 
so immensely helpful that | can’t not ask for it. In addition to that, quality-of-life tweaks 
to the Workbench such as mask disabling or perhaps replacing, more finish types, more 
high-end system options to really pretty up our skins, etc. are always appreciated. I’d 
also love to be able to easily and quickly test my skins in-game and having lighting or 
viewmodel settings for the Workbench as well. 
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Puffin 


Sirio 


APPROVED FINISHES 

AK-47 | Neon Rider 

MAC-10 | Neon Rider 

SSG 08 | Dragonfire 

Pgo | Off World 

MP7 | Nemesis 

P2000 | Obsidian 

PP-Bizon | Judgement of Anubis 


DEBUT 
gth of July 2014 


Community İnterviews 


FULL LENGTH INTERVIEW 
AUGUST 20TH 2020 


Q Who are you? How would you describe yourself and what you do? 


PUFFIN My name is Sirio. | go by the alias of Puffin on the CS:GO Workshop and Valve 
Workshops. I’m a concept artist by trade, having spent over ten years in the game 
industry. As of late I’m trying to make my own game, and we are working on a game 
called Shot One. 


Q How did you discover the CS: GO Workshop? Do you play CS:GO? 


PUFFIN Since the Team Fortress 2 Workshop! loved the idea of what Valve was doing, 
but missed that boat. I didn’t really get involved until Dota 2’s Workshop, where I got my 
start creating content. | joined the CS:GO workshop around 2015 naturally. I’ve played CS 
since its first alpha in 1999, when my friends discovered it at a LAN cafe. I grew up with it 
all through my life. 


Q For how long have you been creating finishes for CS: GO? 


PUFFIN 5 years and counting so far. 


Q Do you have any approved finishes in-game? What was the creation process for your 
approved finishes like? 


PUFFIN | currently have the Neon Rider series, Dragonfire, Nemesis, Offworld, Wrath of 
Anubis, Obsidian and a few stickers in-game. Each one was pretty different, but | tend to 
mainly do Custom Paint Job skins, as | like to paint designs on the guns. | tend to design 
them on a side projection of the gun and then refine them in Photoshop and 3D Coat. | 
tend to favor colorful skins that really have saturated color schemes. 


Q CS:GO launched in 2012 and runs on the Source engine. In your opinion, do Source 
engine limitations breed creativity, or are they simply a thorn in an artist's side? 


PUFFIN | believe these limitations contribute to creative solutions, and it’s been a staple 
of the Valve Workshops to have various limitations to work with. | feel users have found 
very creative ways to use these limitations to their advantage. Anything from finding 
new ways to manipulate the alpha map (as to reveal designs on wear) to messing witha 
normal map to create areas that shine in the dark. I feel like it’s made me think outside 
the box to see what’s possible. 


Q Do you have any opinions, comments or retrospectives in terms of the history of the 
Workshop regarding the community, popular styles, etc.? 


PUFFIN The communities have been really variable depending on the game - but in 
general, I’ve found the CS:GO community to be the most friendly and accommodating. 
The game has gone through phases of what’s popular and what’s not style wise, so it’s 
been coo! to see it evolve. 


Q What do you think about Workshop community accessibility? Is it harder 
for newcomers to start contributing? 


PUFFIN | think it is more difficult to get in as the Workshops age, but the CS:GO 
Workshop does seem to accommodate all kinds of skill sets thanks to finish tiers, which 
is not common in the TF2 or Dota 2 workshops. The developers do seem to make an effort 
to add new creators as well. 


Q Do you have any suggestions for the development teams of CS:GO and Steam in terms 
of improving or changing Workshop, skins and Workbench integration? 


PUFFIN I would love to see an easier way to test skins in-game as opposed toa 
Workbench. I'd also hope more games come out using the Workshop system, as it’s such 
a cool idea. Keeping visibility alive on the workshop over time would also be great. 
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